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It's time to scramble to your Arwing fighter and take a lightspeed jump ta 
high adventure! The evil Andross is bent on crushing the planet Corneria 
aga feshaping the Let ustem with his twisted biotechnology. As Fox 
MeCioud, uou must@@ad Your daring teams Star pilots into the beat. of 
Mattie to restore rder and freedom ас 55 the system. That gfight be a 
tall order for a rookie fresh out of the forgerian Flight Academy, but 
we've downloaded ії the top tips, tricks and battle tactics into this, the 
M official Nintendo Star Fox 64 Player's Guide This quide may mean the 
) difference betwe@m pace case and ѕрасе аге! 
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The Lylat System Ž 


Five years after exiling Andross to the 
ravaged planet of Venom for his crimes 
against Corneria, General Pepper receives 4 
disturbing reports of new biotechnology 
experiments taking place on Venom. A 
team of three agents penetrates the 
defenses of the planet, but Pigma 
Dénger betrays his colleagues, James 
McCloud and Peppy Hare. Only Peppy 
escapes the trap to return to Согпегіа 
where he warns General Pepper of the 
treachery of Pigma and the growing dan- 
ger from the exiled mad ape. As the evil 
hand of Andross stretches 
from Veriom 
across the 
Lylat Solar 
System toward 
Corneria, * 


RUMBLINGS OF WAR 


"AN 


seems that all may be lost. The forces of 
Corneria ‘are no match for the hatred of 
anuruss and his vile creations. World 
after world falls to the forces of Venom 
until only Córneria stands free. At last, 
General Pepper makes the decision to 

tact Fox McCloud, the son of “James 
McCloud, who now leads the Star Fox 
„ — леи và Y 


hope for Согпегіа. 8 
КА? 


wen С Fox ай 


sign on with ‘thet 


need plenty of 
on ka. Great Fox 

mercenartj warrior: ent 
pilòts and fighters in the Lylat 
Fox. наи Peppy Hare, 


. 
Only the Star Wolf team. 
which is_ controlled bı 


that Andro 


THE STAR FOX 1 


Each of the four courageous mairders of 0 
plays a central role in your mission to defeat Andross. You 
don't fly alone into enemy territory. Instead, you go with your 

three wingmen, Peppy, Falco and Slippy. It is vital that you lend - ee) 
them assistance when required to keep the team intact. — „>. 


CHANNEL OPEN: 


Keep your eyes and ears open at all times. Your wingmen will often point out - 
a foe's weakness, uncover a hidden y path or give you vitaf'clues to the survival 
of the Star Fox team. Though you may not like to be interrupted in the heat 
of battle, your wingmen wouldn't do it without good reason. 


PEPPY HARE 


Peppy's career in the Star Fox team began 
long ago when Fox's father, James 
McCloud, led the fearless fliers. Although 
he's a bit crusty, Peppy is a steady com- 
panion who is loyal to the core and fierce” 
in battle. He is a source of wisdom, so pay 
attention when he makes a suggestion. 


SLIPPY TOAD 


Slippy Toad brings enthusiasm and mechan- 
ical know-how to the team. As a flyer, 
though, he leaves something to be desired. 
In fact, he seems to get in trouble whenev- 
er you let him out of your sight. But it’s bet- 
ter to have him along, in spite of his failings. 
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MECHANICAL WHIZ * 


Slippy will route sensor scans of major foes 
through Great Fox's computer. Once the 
scans are pente: the enemy's Shield 
Gauge will be displayed. 


LE nintendo player's quide | 
* е * * 


FOX McCLOUD 
The young leader of the: Star Fox team 
lost his father to the evil machinations of 
Andross and Pigma Dengar. He has H 
vowed to destroy Andross with the help ERIEND IN NEED 7 
of his friends. Fox his proven his skill as When one of your wingmen sends out a mayday, you'd better 
a pilot in space and'on the ground, but answer the call. You'll have to trust cach other and watch 
this will be his greates} test. each other's backs if you expect to succeed against Ahdross 
f ? and his cruel hordes, If all of you are alive and well at the end 
of a mission / you may qualify for a medal from the Cornerian 
Air Force (see pages 19 through 22 for more relevant data 
files). In addition, saving one of your wingmen may be part of 
а secret mission or may help open 
up a new path for you to explore. 


Answering a distress call. 
may be annoying at times, 
but your wingmen will 
return the favor many 
times over. 


FALCO LOMBARDI 


Falco specializes in flying ‘rings around his foes, but he 
takes more chances than most pilots and, sometimes, he 
pays dearly for his brashness. Falco never quits, but he 
complains constantly, He has a lot to gripe about now. 


FRIEND IN DEED 
Falcos hunting instincts will serve you well in the coming battles. He 


may be hot-headed and brash, but you can trust his advice. Follow his 
combat and navigational suggestions. 
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* STAR FOX WHO'S WHO 


No war is just about tactics. It^ endi the Е 
who become embroiled in the monumental even sj 
that lead up to battle. In the Lylat System, the 
main characters fall into two camps: the 
Cornerians and the forces that support Andross. = 
Some of the relationships may surprise you. 


BILL 
GREY, 


Bill, Fox’s best 
friend from the 
Academy, is a 
squadron com- 
mander in the Cornerian Air Force. 
You'll meet up with him on Katina, 
at Solar and in Sector X. 


COMMANDER 

GENERAL 
PEPPER 
The commander 
in chief of the 
Cornerian Air 
, Force, General 
Pepper still feels guilty that he 
sent James McCloud to his doom. 
Now that he has hired Fox, he 
feels responsible for the young 
flyer’s future. 


mom AHF 


^ Great Fox, considers Slippy ils best 

i friend, probably because Slippy regu- 
larly recharges ROB's proton packs. 

$ 
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STAR WOLF TEAM, 


"E WOLF 
O'DONNELL 


‘ { Wolf, the leader of the mercenary 
Star Wolf team, would like nothing 
more than to see Fox McCloud fail. 


FATHER {ШШ : : PIGMA DENGAR | 
He — FORMER COMRADES у Ріта Dengar used to fly with the Star Fox | 
f 


Beas р team, but he sold out his comrades for money 
and turned to evil. 


LEUN POWALSKI | 
Leon the chameleon is a master of disguise _ 
and cunning tactics. No one knows where he 
comes from, but one thing is for sure: Leon 
loves to inflict pain and mayhem wherever _ 
he goes. He is second only to Wolf as a flyer, | 


ANDREW СКОМ 
Andrew, nephew of Andross, is not much 
ofa flyer or a fighter. His favorite book is 
The Apes of Wrath. 


DR. ANGROSS 


Andross's genius is matched only 
by his evil intentions. He dreams 
of the day when all beings in the 
Lylat System perform his bidding. 


ANDROSS’S 
EMPIRE 


Kall Monroe has a crush on Falco, but he doesn't even know 
she’s alive. She intends to make certain that he does take 


ROMANCE ? notice-and soon. 
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OPERATIONS MANUAL 


As a member of the Star Fox team, you have access to the EC T 
most advanced combat craft that Cornerian science has to 1 | 
offer: the Arwing fighter, the Landmaster tank and the 

Blue-Marine attack sub. ROB 64 has prepared the following 

data files for you. They contain complete technical readouts 

for each vehicle, including performance capabilities, weapons 

and defense systems. Review them carefull 


Developed by Arspace Dynamics Co., Ltd. the 
Arwing is the most powerful air and space superiori- 
ty fighter in the galaxy. With 


its powerful laser can- 
non, Smart Bomb launcher and state-of-the-art G-dif- 
fuser system, the Аг capable of taking on mul- 
tiple enemy targets simultaneously. Andross gurrent- 
ly uses spacecraft that are inferior to the Ang. but 
recent intelligence reports indicate that he is well on 


al it^ 


his way to developing a mew fighter to riv 


HYPER LASER 


The on-board hologfaphic Your craft's Wings will 
imaging system allows yoifto sweep back ‘automatically - 
switch between two external for high-speed ci А 
views and an in-cockpit view and deploy aut 

while in flight. The types of forincreased maneuver- - 
views available to you will vary ability. 


according to your mission pro- 
file. Press the top C Button to 
Switch views. 


The Arwing's single laser cannon may 
seem inadequate at first for the job at 
hand, but you can collect one or more 
Laser Upgrades while in flight to 
increase its power. 


The Arwing's revolu- 
tionary G-diffuser 

system generates a 
force field that pro- 
tects the ship from 
enemy fire and from 
the stresses of high- 


speed aerobatics. m 
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FLIGHT MECHANICS 


CORRIDOR MODE 


The Arwing is an easy ship to fly; but only a truly great pilot can 

* be expected to master it. Most missions are flown in what is called 
he Corridor Mode. The Arwing moves forward automatically, and 
ee * You are able to maneuver up, down, left and right. You cannot, 
zx j however, turn completely around. 


R BUTTON AND Z BUTTON 


To PENÎ 
Z Button 


es a protective force» field. 


barrel toll, tap either the R Bi 
As your ship rolls, the G-c 


This field can blunt 


% 


B 


ALESRANGE MODE... 
Some missions and parts of missions are flown in 
All-Range* Mode, which places you 
within a large, 3. O battlefield. You 
have complete freedom of move- 
p in this mode, but you'll 
around automatically if 

you reach the edge ol he map. 


. CONTROL STICK 


> НЧ АЕ 
„Тһе Arwing’s Control 
Stick follows thé stan- 
dard military pattern 
for air- and spacecraft 
operation: To dive 
down, push Up'on the 
stick. To gain altitude, 
press Down. 


Press the left C Button to Activaté the 
booster ang press bottom C 4o deploy 
the air a Вод Gauge in thé 
upper right corner shows available 
booster and brake power. An all-blue 
Bar means it's fully charged. 


LOOP 
Press Down and the left C 
Button to perform a loop. This 
Works in Corridor and All- 
Range Mode. 

U-TURN 

Press Down and bottom C to 
perform a U-turn. You can U- 
turn in All-Range Mode only. 


attack, but it v 


If youperform abatrel roll or 
tit your spacecraft 


TILT 


Press and hold R or Z to tilt 
the Arwing on its side. This 
position will make it easier 
to slip through tight spaces. 
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“WEAPONS SYSTEMS 


D 

Advanced propulsion Systems FU Estat iene design give the, Arwing 4 

superior atmospheric. and space: but they're only t 
of the reason this ship is so Suc r 


HYPER LASER 


Your ship comés off the assembly line with a single laser” | 
cannon, but Laser Upgrades will increase its power. Collect one 
upgrade to change the single laser to a twin laser. Collect a second upgrade 
to change them into hyper lasers. You can tell when you have hyper lasers 
by the telltale sound they make, If your ship takes heavy damage, it will 
revert back to a single laser. Laser 3 
Upgrades are, often hidden within 
enemy ships and gup emplacements. 
You often must destroy an entire 
squadron or group of guns before 
they will appear. 


from one mis- — 
is destroyed, 
you е all your Laser Upgrades and any 
other items you collect P 


CHARGE-& LOCK 


The hyper laser also has the ability to store up and fire a c 
of energy. Press and hold the A Button to charge the M o then tap A orl 
fire. To “lock on” to an enemy, aim at a specific target while the laser i LE 
charging. When you fire, theJaser bolt will" Once you lock on to a target nal 
home in on the target. The resulting explo- er blast, you can't lock 

sion can К 

wipe out 
entire groups 
of enemies. 
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‚ If you fira bomb without a target lock, 


against them. You can also detonate a 


SMART BOMB 


The Smart Bomb can also track a specif 
ic target, but you must lock on to it first. 


it will fly straight ahead until it hits, 
something or until its built-in timer runs 
out, You can't lock orto major enemies, 
but a bomb ean still be very | 'effeetive | 


rally by launching it and then 


The bomb packs a much bigger 
punch than the laser. A single 
bomb can easily take out half of 
а major enemys protective 
shields. 


MASTER PILOTING TECHNIQUES | 


eye on your radar while in All- 
Mode. If you see my on pe 
ies, you can and his lasers blazing past you, pul 
** a loop and drop in behind him or make U- 
in a row to reveal them. turn to escape. S 


In most Corridor Mode: missions, you can 
choose between a view from behind your «р 
and a view from within the cockpit, In All- 
Range Mode, you have a choicé between a close- 
up and a wide-angle view from behind your ship. 

A. The wide-angle view is usually much 
^ better for spotting enemies 


behind you. 


It's important to choose the 

view that you're most com- 

fortable with. You must 

= gu decide whether to focus on 
И what's dead ahead or on 

what's going on around and 


S 


In All-Range Mode, tilt 
or pull a barrel roll 
while turning to bank 
more sharply. Hitting 
the brakes will also 
sharpen yout. turn. 


Most enemy ships - С xcu — | 
can't match — 


= 
1530 
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"ROLLING THUNDER - 


The Landmaster tank shares many hull pieces with the Arwing, so i и! hot Surprising, 
that they look much alike. More important, however, are the similarities that they") 
share beneath their armored skins. The Landmaster uses many of the same p 

and weapon components as the Arwing (including the G-diffuser unit), adapted for use 
in a ground-based vehicle. Though some space jockeys will always prefer flying over 
driving, they must admit that the Landmaster gives you the same firepower and flexi- 
bility planetside that the Arwing gives you in the air and in space. 


B LASER 


The Landmaster 
has a single laser 
than can fire 

7 or charge us 4 : 
up for a concen- 4 2 lo a targe! d 
trated blast. for best bri ! 


HOVER “% E 
Though the Landmaster doesn’t 1 
have true flight capal " ETT thruster and make 
hover over short distances. Press Landmaster tip slowly. 

and hold: К and Z {o fire all = hi "tan help you climb [f 
thrusters. Steering while ‘hovering j. 

can be tricky. 


A lot of power is used to hold the hull 
together, so the G-diffuser won't generate an 
extra shield when you roll. 


AQUATIC ARMAMENTS | 


FATHER: AND SON 


Slippy's father, Beltino Toad, is Director of* 
Engineering at | Dynamics, and 


К —— in ап aquatic ‘ie 


Like its sister the Blue Marine сап ® 
also barrel roll with a couple of quick taps 
оп the В Button or the Z Button. 


TORPEOO TUBE 


ines torpedo launch- 
, et technology 
4 to generate its own supply of 
ammunition. 


The Blue-Marine packs a heavily modified laser and a Homing Torpedo launcher. 
The laser can't be charged up, but you have an endless sufply of torpedoes, so 

_ you need not worry about using them up. The torpedoes glow brightly, and they 
may be yolir only source of light in deep water 


ADVANCED AQUABATICS 


THREAT 


TRIPLE 


If things get too crowded in the deep 
blue, your best defense will be a 
strong offense. Tap the A, B and the 
R or Z Buttons rapidly to fire the 
laser, launch torpedoes and barrel 
roll simultaneously. This is the best 
for protecting yourself and 
racking up hits. 


G-DIFFUSER 


Recent advancements in G. diffuser 
design have resultéd in a more com- 
pact unit capable of generating much 
stronger force fields. Testing on it 
|| continues. 
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ITEMS & ORDNANCE 


While the Arwing and its siblings are very powerful, they do 


require regular maintenance. You can find various repair 
items, weapon: upgrades and extra ammunition in battle. 
Shield Rings, smart bombs and upgraded lasers are carried 


over to the next mission. If you manage to upgrade your 
shields, the effect will last for that mission 


ROB 64 will sons | 

you via sub. pace radio during bat. 

tle. When you hear a chime 

a yellow icon flash, press 

C Button to open a channel. ROB 

will send you a Supply Container È 
** swith an item in it. To. find other items 

~ strategic points in each mission, r refer io 

^on the following pages. The chart below is 
icons on the maps and tactical readout 


SUPPLY RING 


The Supply Rip artially 
recharges ys hield Gauge. 


, SUPPLY STAR 
“This gives re shield 
energy than the Supply Ring. 


SMART BOME. 


Rob sd has dowloaded inter- 
ig information from various 


" pá 1 databases around the system. 
D 3 €— where you can col- DETOUR GE DUTY 
М 2 uer rare item. It ram Check thi MN for — on 
MAY BAY y ч ship to your inventory. ‘completing 
22 the: 5, ill \ 
Look for these on the battle н 4 А 8 new paths паррон Systane: * "d 


maps to see where your wing- — 
— need ged ls 


GREAT FOX | 


MAIN BRIDGE 


This is the nerve center of this . DOCKING BAY 

magnificent craft. ROB 64 will E x 

monitor your progress vřa the If your teammates’ ships are 
> ship's sensors. badly damaged, they'll return 


" here for repairs and a refit. 
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\ SPACE SUPERIORITY FIGHTER 
Length: 18.5 sm 

Height: 5.5 sm 

Maximum |: 


M 4.2 (in atmosphere) 


T&B-H1 laser cannon (1) 
Smart Bomb launcher (1) 


SS- R- =D m»m-zrzmma 


LANDMASTER 


HEAVY ASSAULT TANK 
Length: 17.5 sm 
Height: 8.5 sm 
Maximum Speed: 207 skm/h 
Armor: 

-65 sm front/rear 

-45 sm sides 
Armament: 

T&B-J2 laser cannon (1) 

Smart Bomb launcher (1) 


WwZO--»m-mT-mmuw mr»m-zrzmma 


| I | 
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BLUE-MARINE 


ATTACK SUBMARINE E Comments: 


Length: 16.5 sm 2 к= Both the Landmaster and the Blue- 

E 1 Marine use propulsion system com- 
Height: 7 sm ; ponents originally developed for the 
Maximum Speed: 116 skt/h * 02.000 Arwing. All three can synthesize 

jam Die: (pw ^ their own hydrogen fuel for their 
Mom D-20000 sm \ = 36 
Armament: ^ AS ed operating ranges. 


T&B-U3 laser cannon (1) 
Homing Torpedo launcher (1) 


MISSION ROUTE PLANNER 


Easy Routes 


If this is your first time in an Arwing, you 
might take one of the easier routes 
to Venom. There’s plenty of challenge, 
but you won‘t have to complete many 
secret missions 

or use the g MissigRNo.3 
warp тюше» —~ MISSION 
marked by the ACCOMPLISHED 
dotted lines. к 


According to Cornerian military strate- 
gists, routes 7 through 19 offer a lot more 
challenge, peril and reward for the experi- 
enced star F = 
pilot. Some 3 

involve using 4 4 "A 2 

the warps in e 


Meteo and BP 2 + 
Sector X. 4 м 


Routes 20 through 25 include the tough- 
est challenges that the evil Andross 
can throw at you, and fulfilling secret mis- 
sions will be > 
the order ofthe 023 
day. Only mas- 

ler star pilots 


need volunteer. 2. ^4 
| iu 


CUSTOM ROUTES 


Our military strategists have designed a flexible battle plan to give 


you the freedom to choose missions and set goals according to your А 


preferences. Неге аге some intriguing variations to consider. * 


Route 13 is designed to shut down Andross 
with a minimum commitment of time and 
resources. This is the quick and dirty way to 
get the job done. 


Invoice 


Cornerian Army Attn:Gen.Pepper 
Payment due for services rendered 


35 
2240 


Venomian units destroyed: 


Total amount due:sp$ 


BA 


The longer you take to defeat major enemies, 
the fewer hits you score. This is about the 
smallest number of hits you can score and 
still win the war. 


This route, 18, takes advantage of your 


superior skills and vehicles. It takes you to 


the bigger, tougher missions to inflict the 
most damage possible. 


Invoice 


Cornerian Army Attn:Gen.Pepper 
Payment due for services rendered 


Venomian units destroyed: 1486 


95104 


Total amount due: Ds 


Mercenary 


Route 18 also gives you the best opportuni- 


ty for a high score. One of our top pilots 


managed to rack up this impressive score 


along that route. 


Route 9 takes you to Venom along the path 
of least resistance. If you're fresh out of 
pilot training, this just might be the route 
for you. 


General S. Miyamoto, Chief of Staff of the 
combined Cornerian Expeditionary Force, 
has mapped out his favorite route, 24, for 
your consideration. 


Though you're not a commissioned officer in the Cornerian military, you can be decorated for valor in combat. If you score a cer- 
tain number of hits in a mission and all your wingmen survive, you'll be awarded a gold medal. The specific number of hits required 
is listed below each mission name on the navigational chart at left. You'll have your best chances for winning medals in Corneria, 
Aquas and Fortuna, while Sector Z, Katina and Area 6 will pose the greatest challenges. 


r 0165 
Corneria Sector Z 
Aquas Katina - 
Fortuna Area 6 


+ 


= 
k J Gre изше down. 


"| D 


You'll be lucky to get out of these 


It won't be terribly difficult to bag 
missions with your ship intact, much 


something for your trophy case on 


The secret mission in Zoness is ° 
particularly difficult: you must 
destroy all of the searchlights 
оп the planet surface.. If you 
don't, the enemy will identify 
you, «and yout rendezvous 
with friendly forces in Sectp? Z 
will have to be called off. 


To get from Sector Y to Aquas, you must 
score at least 100 hits during the mission, 
including the hits earned’ from destroying 
the shogun warriors and the Shogun war- 
lord af the end of it. 


The secret mission in Katina is to 


destroy the enemy mothership . 
y before it destroys the Katina base. 

If you do, you'll go on to Macbeth. — * 

If you don't, you'll continue the 


battle at Sector X. 


To open the route to 
Sector Y, you must ful- 
fill two secret missions 
in the battle over 
Согпепа: save Falco 
from a sqaadron of 
enemy fighters and 
then fly through a 
series of stone arches. , ^ 


KATINA 


150 HIIS 


Shoot down all the 
enemy ships, including 
the Star Wolf team's, 
before a bomb destroys 
the Fortuna base. a 


SOLAR 
100 HITS 


FORS 


To stay on the red route from Sector Z to Area 
6, you must destroy all of the incoming space 


cruise missiles. If even one of them hits Great 


SECTOR X 


150 HITS 


X, destroy the 

pyborg satellite before it 
has a chance to damage 
Slippy's ship and send 
your hapless wingman 
spinning down to the sur- 
face of Titania. ® 


LI 
On Macbeth, you must 
shoot the eight switches 
and the switcher box to 
derail Andross’s supply 
train. If you succeed, you 


can head to Area 6 and try- 


to derail the rest ‘of 
Andross's fleet: 


200 HITS 


Navigational Chart 


Routes marked in blue do 
not require you to complete 


lete a secret mission 
or fulfill certain conditions 
to follow red routes. 


Yellow lines indicate ` 
where the hidden warps 
will take you. 


vemm 


Д 


— — 
against the forces of Andross can be accessed only in the 
_ following pages. During each mission, you may download 
‘tactical information on the battle courses and enemies 
that lie ahead. You'll also learn where to find items that 
can power up or repair your vehicle during a mission. 
These maps and documents contain classified material 
detailing tbe requirements of secret missions as well as 
standard operations. If uou are captured, the General will 
disavow any knowledge of your activities and the Mission 
Guide will automatically self-destruct. Good luck. 


mor AEF т 


Missian 1 


By completing the Cornerian mission 
and destroying Granga at the end of 
1 T ü M E T E ü the battle, m automatically move 


on to face the enemies amassed in 


the Meteo sector. 


n an Fox, the 2 
- ПУ) military TO SECTOR Y 


situation 
on Corne! is deteri- 


nrating! Andross's If you fulfill the secret mission 


advance forces. have requirements on Corneria, you'll 
n fly off to Sector Y instead of 


ae our Meteo. Just save Falco and fly 
EIE and are beneath the stone arches. 


ing) the capi- 


CR 


Ё 5 nan |. Theories of Venom attack Cornería with for enemies that appear from behind and 
Tis centered fightets, robots and tanks. General Pepper use your brakes and booster. To find secrets, 
4 ДЕЦ. cant Wait any longer. He needs the Star Fox look for arches to fly beneath and narrow 
4 team immediately if the planet is to remain spaces between buildings that you can fly 
free. The battle will rage down the length of through in your Arwing. Finally, use the 
ا‎ the capital city as you fly between city tow- lock-on technique to achieve high hit rates 
И ers, then Over lakes and valleys. Watch out and wipe out entire enemy formations. 


e i Um 


* 
^ 
01 


= 
= 
= 
= 
— 
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tion robots! 
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Planetary Data 
Radius........ 
©. Albeda...; 
© Gravity... 
Ф Esc: Velocity 
Equilibrium К. 
© Atmosphere. 
©. Hydrographics. 
9 . Biomass 
s 


„6,454 skm 


000 

12.10. sken/s 
279 
.Ne7 7. 0221 
75% 
-2,870 Quads 
н 


Cle 


ENEMY RECON 


Garuda 
around 


roll 
the city, 
sometimes carry- 


bots 


ing huge beams 
from destroyed 


buildings. Look 
for them near 
structures, where 


they are about to cause 


havoc. Blast them early to prevent them from destroying build- 
ings or throwing beams at your ship. You can earn up to five 


hits for a Garuda: 


these 


You'll 


encounter 
mechanoids beyond the city, 
sliding across the lake like grace- 


ful cross-country skiers, They 
won't attack ids — / 
you, but if you F 


hit one, you'll take damage. Lock on your lasers and blast 
them. Many of them ski straight across your path, but look 


for others at a distance. 


37 is kı as th 


mission 1 


CORNERIA 


Planetary Compendium 


qh th 


Grangaleighters 


In the All-Range Mode when you 


the boss 


face Granga, 


you'll also encounter 
these swift, highly mobile fighters. Г д 
They follow your team 
members closely and can 
be a nuisance, but if you 
concentrate your attack on 
Granga and destroy him 
quickly, you'll never even 


notice these gnats. 


If you follow 
Route 2, 
you'll encounter many of the 
Firebirds flapping about. They also drop egg 
bombs that burst into columns of scorching fire. 
Dodge the fire and blast the birds by locking on to 
them from a distance. You'll also encounter sever- 
al Firebirds on Route 1 near the waterfall. 


Mole = 


Beyond the waterfall in Route 


1, and in the early 
2 


stretch of Route 


these green missiles 
shoot up from the 
explode. 

Supply 
Rings behind if you shoot them 


ground and 


They leave silver 


before they blow, so keep an eye 


out for these bombers from below. 
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BANDITS FROM BEHIND 


As you're heading toward the city, about to enter the narrow 


valley, several enemy fighters will move in behind you. Use the 
brake to let the enemies zip overhead. When they're in front of 


you, blast them 


The fourth wave of fighters on Corneria 
arrives in two wings—three ships from the 
left and two ships from the right. Lock on to 
them all and earn a Laser Upgrade. 


8 Shoot the four enemy fighters that appear 
* me you enter the city to pick up a Supply 

ling. Lock on to one and, when they're close 
to each other, fire! 


| Ж: 


НЕ Z GATE 


As you enter the city, dive under the arch to the right of center to pick 


0 f right from el up the gold Shield Ring. Immediately push the Z Button to bank 
only one enemy Май 


sharply left. Shoot the doors of the building to 
the left so that they operi, revealing a Bomb 
that you can pick up 


Shoot 
Door 


10 
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missioni CORNERIA 


BUILDING CRASHER узене 


F raisedhigh- 
The giant Garuda bot will push over the tower on top of ay he 
the Laser Upgrade unless you destroy the bot first, From down for the 
a distance, just as the tower comes into view, push the Supply Ring in 


the roadbed. 
A Button to get a laser lock on the bot. If you blast it 


soon enough, it won't push over the building and you 
can swerve left to grab the 


more powerful laser. 


Directly behind this Garuda is a 
bomb. Blow up the bot and fly 
through the empty space to pick 
up the Smart Bomb. 


eo 


LS 


Garuda 


Flatten two tanks on the road 
and pick up a Supply Ring, 


b You'll hear a message 
® E" warning of an enemy on 
— © your tail. Brake, let it pass, 
then shoot it down. 


Dive through this gate 
to pick up the Smart 
Bomb that appears 
before the Checkpoint. 


Blast these two tanks 
e M on the ground roadway 


E oes © BRAKE FOR GLO 
to miss, so keep your 
x 


eyes peeled. Peppy warns you that enemies are on your tail. Brake 


hard and let them fly by, then slap them with your 
lasers. The defeated fighters will leave a 
silver Supply Ring in their smoking 


debris, But more important 
than that is they won't 
be able to dog your 


tail anymore 
Stand your Arwing on its 

side to slip through these 

wrecked buildings. Just 

beyond, you'll pick up a 

Smart Bomb. 


Enemies 
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passing the Chi i 
Three bandits а i; / 
tail. Use your boo ill 

you hear your wingi 0 
lock on to the bandi 
right side of the Val 


wi 


г If your Arwing has taken 
%, | damage to the wing, the 
— үеге ECO 2 
ing Repair. There's also a 
08800 Smart Bomb to the left m 
tanks on \ 
the road for t 


aSupply 
Ring, but don't ignore Falco's call for 
help, which occurs at about this time. 


Шо  TILTING AT TERR 


On the left side of the corridor are two buildings with a 


narrow passage between them. Tilt your Arwing on its 
side, fly through the middle and power > 
up your laser. When you - 


yo 


emerge, four enemy 
fighters will appear in 
front of you. Lock on 
them and fire. 
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On the bridge, you'll find two 

cannons above and two below. g$ft 
Get a lock to destroy three of №. 
them Swoop down, blast the Lm 
fourth and pick up the gold ring. 


LOCK ON 


Just beyond the bridge and four can 
nons are two Garudas carrying huge 
beams, which they will throw at you 
Lock on the left bot first, then the bot 
on the right. If they throw the beams, 
just dodge upward. 


CORNERIA 


mission 1 


ТЕЙИШ; TF ПШ 


Open ир the path to Sector Ү by 


meeting two conditions. First, shoot 
down the three fighters trailing Falco 
after the Next, fly 
beneath each of the seven stone arch- 
es in the lake. After the Jake, follow 
Falco through a waterfall to Route 2. 


ROUTE 1 


Checkpoint. = 


ck 


= 


ROUTE 2 


The Ski Bots move 
directly across 
your path between 
the arches. Knock 
them out as you 
skim the surface. 


If your Arwing has wing 
A damage, a Wing Repair LI 
will appear here 


If you shoot down the 
Firebirds before they drop 
their bombs, you can pick 
up the Smart Bombs they 
leave behind. 


02:15 


the 


OOP THE AR 


Mak 


up a Smart Bomb. Or you can simply shoot the Ski Bot before pass 


8 


loop through the first arch after shooting the Ski Bot and pick 


ing through the arch and pick up the bomb on the first pass through. 


па 
CORNERTA ROCKS 


iva" The geology of Corneria 
DATALITIK ‘may not seem like the 


Throughout history, Cornerians 
have used these rocky refuges to 


most exciting topic in the Lylat 
System, but the porous, volcanic 
stone of Corneria has shaped the 


planets history in many ways. 


Everywhere you go on the planet, 
you'll find that caves, tunnels, stone 
arches and crevices have been 
carved from the rock by the plan- 
and 


els many streams rivers. 


hide írom their oppressors. In times 
of war, the citizens flee to the hills 
and huddle far beneath the ground, 
safe until the fighting ends. Entire 
cities have been built in the larger 
systems to house. the 
refugees. When the war ends and 
the people return home; they call 
it “rocking out. 


cave 


star fox 64 


Near the Shield Rings, shoot 
one of the Firebirds in the 
sky to make it become a 


Smart Bomb. 


bl 


Depending on whether your 
ship is damaged, you'll find a 
Laser Upgrade or Wing Repair. 


bo get both Shield Rings, you 
EN EL] must perform a special 
loop. Go through 


the upper 


A Wing Repair appears ring first. 
after the waterfall on Then, as 
the left side of the val- EA 5 = 2 
lay or бете your Arwing is looping down: 
Firebird bombing. ward, push forward on the 


Control Stick to keep your nose | M 


down and reach the lower ting. 


1 


Before making the approach, strafe the ground 
below the rings to destroy Mole Missiles. 


ЯЛ 
DU LU шад i 


If you zap the three fighters ^ 
М on the left, a Laser Upgrade a 8 
will appear, س‎ 


Enemy groups, such as the two fighter squadrons in 
this valley, can be downed with a single shot. If you 
lock on one target, you can destroy the entire group. 
Use this technique everywhere for mass hits 
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0 DP EUR GOLD 


Defeat the three fight- 
ers that appear on the 
right side of the course 
to earn a Supply Ring. 


mission 1 
Route 1 


Granga 
Granga is actually the little ape who drives the huge bot boss at the end 


of Route 1. He thinks that he’s safe in the huge walker, but the bot is one 
of the most vulnerable targets in the game. 


Arms 


The arms fire off homing mis- 
siles, so destroying them can 
keep you safe. 


Cripple the bot 
with shots to the 
legs. Twin or 
hyper laser shots 
work very quickly. 


Head 


Don't waste your 
shots by blasting 
this hard-headed 
boss anywhere in 
the cranial region. 


-— 


Blast the legs 

out from under the 
bot so it won't be able to run 
around. It will be a sitting duck. 


Back 


Concentrate your fire on the green 

panels on the Backpack. Approach 

Slowly so you'll get more shots. 

If you fly 
between 
Granga's legs and 
complete a oop 
around the robot 
without touching 
anything, you'll 
find that a 1-ир 
Arwing appears. 
This works 

only once. 


TO METEO PG. 34 


Route 2 


Having followed Route 2 to the end, you, now encounter the Attack 

When the launch bay doors are 

open, send volleys of laser fire into 

sky, you'll earn ten hit points. the exposed area. In addition to 
weakening the carrier, you'll 
destroy the missiles. 


Carrier, a huge ship filled with enemy fighters. If you blast it out of the 


Missiles 

/ The missiles shoot out of the launch 

/ bays four at a time. Lock on and blast 
/ them, but concentrate most of your 
fire at the bays themselves. 


If you blast the launch 
bays repeatedly when 
they are open, they'll fall 
off the carrier. 


Launch Bay The carrier swings 
Attack the open launch bays to around and fires balls of 
destroy the offensive threat. When flame at you. Just 

the carrier turns around, blast it and dodge and return fire 
dodge the fire to finish it off. 


TU SECTOR Y PG. 60 
star fox 64 © 


F 
L 
i 
G 
¥ 
L 
о 
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Dur 
probes 
have 
picked up 
enemy activity in the 
Meteo planetoid 
system. It looks like 
Andrüss has built a 
planetoi 
clear a way t 
the belt for his inva- 
sion fleet. We need 
to have the StargFox 
team check it pút. 
Keep your eyes 
peeled as yof 


crusher to 
ugh 


зоё 
through the plage: 
tbids. Their пд еги. 
is usually predichable, 
but if ang ot those 
Je, it) could 
ım careening 


rocks col 
send f 
off in wild directions. 
We've also/scanned 
some unusual warp 
energy readings in 
the sector. If you find 
the source of to 
explore it to find out 
if it is part of 
Andross’s attack. 


ntendo player’ 


“region between Com 


TO FORTUN 
CHALLENGE 


>> 


TO KATINA 
CHALLENGE 


atina is coming under 
fleet. Fly 
еп warp rings to 


This mission takes place in one’ of the 


most dangerous regio of space in the 
ylat System, Giant asteroids litter the” 
ia and Fortuna, 


The icy former defense post of 
Fortuna presents another chal: 
lenge from an army fleet. You 
take this route if you bypass the 
warps near the 


making the pass 
155 i 
ly obstacle course. К py 
dor rings of stones « 
_ can pass through, iu 


зе something of a dead- 
eyes ed 


other rings that you 


y UNI 


missione METEO 


Astronomit Data Planetary Compendium 
е Number of Objects. 1.32e6 Scientists spe 

Average -Albedc 0.004 dense pl J 

Average Radius. 20 skm I 


ENEMY RECON 


You'll find that this bot aai 
is hopping mad. It waits T Т. 


Laser cannons can be found 
in several stages. Неге in the 
asteroid field, you'll 
encounter them inside the 
second big, hollow aster- 
oid, just before you reach 


for you at the mouth of añ 7 the web. bometimes'you сап 


asteroid with a tunnel! А destroy an entire formation with 


bored through the middle, 


ind it takes several shots to destroy it. As 
soon as you spot the Hop Bot in the dis- ۵ 
А 


опе shot 


tance, lock on and pop off a shot; then 
lock on again to finish it off. 


Web р 


The Web Ships first 
í appear spiraling around 


you. Avoid the long 
white web lines and 


blow away the ships 


Then, as you leave the 


hollow asteroid, they build a web across the 
Appearing in squadrons of 


four, the Flip Bots 


entrance. Blast the ships before they complete 
their webs, 


These enemies undulate through space like eels in 


flip from front to 


back at differ- 


ent intervals, 


firing at you 


the ocean. They fire shots at you and can hit you 


when they open 


with their bodies. Your best strategy is to get a laser 


up their back fins. 


lock on their 


When they face you, 


they're invulnerable, One heads while 


dodging 


shot into the open fins won't 


their shots 


be enough 


Persistence 


pays off 
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LOCK ON 


You can lock on enemies even when you can’t see them. In this area, 


a squadron of Butterfly Fighters waits to ambush you. Target the aster- 


oids ahead, and when you get a lock, shoot the hidden mies. 


Look for the Shield 
Ring to the left of 
the third ring of 
gray asteroids. 
Dodge the large 
asteroid in the 
third ring, then 
veer left to grab 
the gold ring. 


When you pass through the 
three rings of asteroids, a 
Laser Upgrade will appear 
between the small ring of 
four asteroids ahead. 


ud. u 


Q 
к А 


] Lock ùn 0  &BIFILOOUP  — 


І 
items with one maneuver 
after exiting the tunnel. The 
bree items are stacked one 
мє the other. Fly through 
the Shield Ring in the mid- 
dle GF this item stack, then 
immediately loop up to col- 
fect the Supply Ring. As you 
[Бөр down and around, 
l also pick up the Smart 
Bomb. It's as easy as taki 


^ —— - You can pick up three и 


You can gez multiple hit points. by using Smart Bombs 
against the brown asteroids! Here at ie first lock on 
icon; Lock on a target asteroid, them fire the bomb to 
get as many as 10 hits. Since this is an expensive way 
tO use bombs, make Sure Vou pick up all the bombs 
уой сап in the battle on Corncria іп Mission d; | 


Landy from an ape. 


A nintendo player’s guide 


BRAKE UR BUST 


The giant asteroids come crushing together at this 


point. A voice message warns that you should stomp 
on the brakes. Do it or 

веке your Arwing will be 
crushed like ап egg 


between the asteroids. 


Asteroid 


After the Gift 
Loop, swerve to 
the right and 
pass between 
the four aster- 
oids. A Laser 
Upgrade will 
appear near the 
planetoid ahead, 


Falco says to watch out when three Rock Gunner 


attack from the re 


ahead, then lock on the middle enemy and roast them all with a 


single laser shot 


asteroids 


r. Hit the brakes, let the Rock Gunners zip 


METEO 


BOMB BO 
9 When you hear the advice to 


mission е 


boost between the gap in the 


asteroids, aim for the distant 


Smart Bomb icon and hit the 


booster to rocket ahead 


^| 


You'll miss the asteroids and 
get the bomb, too 


Asteroid 
Boost 


Defeat the four Flip Bots 
tomake a Smart Bomb 
appear. You can lock on 
Flip Bots only when they 
are facing backwards. 


i A squadron of 
Fighters is on Pepp 
When he shoots past) 
lock on your lasers | 
bly miss one. Keep shi 


they're all finished; 
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5 SUPPORT 


If Falco is with you when you exit the tunnel, 


LOCK ON 


he'll help you battle 


When you first reach the first Lock-on site shown the Web Ships and 
lock on the middle fighter in any formation to fry as the fighters that fol 
many of the surrounding ships as possible with one low. Wave after 
shot. In some cases, you'll find items in the debris. wave of formation 


fighters attack fol 
lowing the grid. Lock 
on to the middle 
fighter to wipe out ‘your 


to be thrkful 
entire formations. 


Weave back and forth 
to avoid the Killer 
Bee's laser. 
Zap it for 
agoldring. lk 


Blast all five 


If you defeat all five fihtére foc a 
fighters, you can pick 
up a Smart Bomb. [эра 


enor wzn-rn 


а stöng age 0 
which 49. catch, 
you, btt 1bére's 4 i Т 
а igap om the 3p ! ү d Slippy's in trouble again 
far right side, + Ц Gr) a squadron of Flip Bot fi 
‘bout halfway ú \ Chases him toward the 
be web, О You'll need to hit the fighters) 
Where vouf.can to destroy them i 
Bijliceze through jl 

Mand escape. OB 2 $ 
/ < M the way inte hs 

tunnel, stay going Battery 

the middle of 

the spiral web to avoid being hit. Ө 


the Web ships and blast them 
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LOCK ON 


SEVENTH HEAVEN 
The Butterfly Fighters blossom from tight formations 


of seven ships to wide, spinning circles. Lock on 


when they're still close together and you'll take out 
the entire formation worth seven hit points. If you're 
shooting for the warp, though, just ignore these fight- 

ers and concentrate on stay- 


ing in the correct flight path. 


8 Blast this asteroid 
le. B apart to find the 
— Shield Ring inside. 


02:45 


METEO CRUSHE 


Shield 


The shield on the 
back side of the 
Crusher absorbs 
energy from your 
laser and shoots it 
back. It's easy to 
dodge if you watch 
for it 


Core 


When the yellow core is 
exposed, blast it continuous- 
ly. Only the core can take 
damage and destroy the 
Crusher, 


mission е 


Au UF ЛЛУ 7 


Fly through all seven warp rings to move on to 

Katina instead of Fortuna. Each warp ring increases 
your speed, and the Rumble Pak will really jump. If 
you maki you'll warp into an area with odd fish 
and butterfly enemies and a treasure trove of items. 


The Crusher cleans up messy areas of space where 


unwanted asteroids and planets block the space lanes. It 
wouldn't seem like cleaning up four Arwings should be 


much of a problem. It's your job to see that it is. 


Destroy all four core segments 
to make the Crusher turn an 
about-face. 


Avoid the ring laser by 
dodging upward or to the 
side. Move early to escape 
this attack. 
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METEO 


Our base 
on Fortuna 
has been 
LE overrun by 
Andross's forces! 
We need to liberate 
it from th clutch- 
es before he has a- 
chance to use the 
top secret informa- 
tion st tored irre 


t for enemy 
fighters, Your old 
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Weharged-up lasers to take out groups of 
two and three at a time. Lon; 
sors indicate that the Star Wolf team is en 
OE and) Will be here within just a few 


5D hits 


TO SECTOR X 
CHALLENGE 
> 


If Star Wolf and his cohorts manage 

to destroy the Fortuna base, General 
Pepper will then order you to Sector 
X to take up the battle there 


2 


TO SOLAR 
CHALLENGE 
>>> 


If you are successful in recapturing 
the Fortuna base from Andross's 
clutches, you'll then proceed to Solar. 


FORTUNES.OF WAR 


Satellite transmissions show that the skies 


minutes, so clear out any enemy resis- 


e the Fortuna base are clear, but tance as quickly as possible Wolí's 
@xpeet an ambush from enemy craft. ships can repel charged-up lasers, but 
Keep an eye on your radar and use they are vulnerable to normal laser fire 


Laser Upgrades are few and far between 


sen- on Fortuna, but you should have no 


trouble finding Supply Rings and 


Shield Rings. 


ШШ 


m 
106 


mission3 FORTUNA 


Planetary Data Planetary Compendium 
Radius........ 3/277 sen | Fortuna, an icy world devoir с 
Albedo x: D. tion, is home to only a fe 

© Gravity........... 8.367 the Cornerian Defense Force c 
Ese: Velocite 4.99 skm/s | team of scientists. Becaus 
Equilibrium K E large amount of frozen water or 

€ Atmosphere.......N@67+0223) planet, it is añ ideal candidate for 

©. Hydrographics....53% forming, and there is some thought 
Biomass. 270 Quads that it might be possible to cor 
Class... into a garden world, much like Согпегіа, 


A common strategy for 
Invader flight groups 
is to use two or 
more lead ships 
to draw your fire. 
Once your atten- 


The Wolfen is fast, 
highly maneuverable 


and, with two laser tion is focused on Ф 
cannons as stan- У, the lead ships, ™ 
4 “i 
dard equip- another craft will drop in and try to ambush you 
ment, very well- from behind. 


armed. Its shields 

are not as power- 

ful as the Arwing's 

shields, but in the hands of a pilot like Star Wolf, this craft Ra 
is a force to be reckoned with, 


The Fortuna base is ringed by a network 
of radar antennas. These are used as part of an 
early warning system РЕ 


Fa unig Base by the military, as | $ 


well as for local . | 
This is the main Fortuna base complex. It is heavily space traffic control. 
shielded, so you don’t have to worry about damaging 


You don’t receive 
it with your lasers or even your bombs. Andross's any hit points for » 
forces have barricaded Ш destroying these E 


themselves inside, - sites, so if you're 
but you can low on points for 
bet that the the mission, 
unwelcome you probably 


wagon will shouldn't waste time on them. 
Come out to greet 


you as soon as you [ 4 
show up on the pe 
doorstep. 
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SHIELDS UP 


Keep your eyes and ears open for Shield Rings. If destroying an 

Invader produces a Shield Ring, you'll hear a chime. If you pass a 

ring without picking it up, it ^ РІ ^ РІ 
* L 


may disappear before you 


turn around. 


0 ^ 


If you're looking for items, hang back from 
your targets as you destroy them or you 
may miss a Shield Ring. 


After you shoot 
down three mem- 
bers of the Star 
Wolf team, ROB 64 
will contact you to 
see if you need a = 
resupply, 


SECRET. SUPPLIES 


The radar sites hold hidden 
bonuses, Though you don’t 
get any hit points for 
destroying them (they are 
Cornerian military property 
after all), they do contain 
Supply Rings. The map 
above shows the exact loca- 
tion of each site around the 
perimeter of the complex. 
Some of them are out of the 
way, and getting to them 
may eat up precious time 


Mat could be used for taking 


ooo MOF 2N =A 7 


gut enemy ships. If your 


\ ields are buckling, though, 
You may have little choice. 


mission 3 


The Star Wolf 
teams ships are 
displayed as black 
icons on the radar, 
When you see one 
of them close in, be 
ready to take eva- 
sive action, 


Star Wolf and his cohorts are all crack pilots, so don’t 
underestimate them. If you tag them from behind, 
they'll pull a loop or a U-turn to get out of the line of 
fire, Be ready to match their moves 


Tough to Crack 


The Wolfen can shrug off 
charged-up lasers without 
getting a scratch and with- 
Stand multiple hits from even 
Your hyper lasers. 


Pulling a quick loop may catch even Now drop in behind your target 
Star Wolf by surprise, The enemy and squeeze off a few well-aimed 
may also take evasive action, sobe shots. Bank hard or barrel roll to 
ready on the stick. keep the target in your sights. 


Ils III il? INN + 
OFFUSE. THE BOMA 


Your only hope for saving the base is to shoot down all enemy craft and 
defuse the bomb before it explodes. Once the chain reaction begins, 
you'll have only a minute before it goes critical. If you're having trou- 
ble following targets, switch to the wide-angle view. 


MISSION АЕ SHER 


All four members of the Star Wolf team have been shot 
down and ‘the bomb disarmed. Reinforcements.are on 
their way to Fortuna, but you and-your team must take off 
immediately ^to. investigate reports of an enemy 
bioweapon on the planet Solar. Good luck! 


EID TO SOLAR PG. 70 


The Fortuna base is destroyed, but the fleet is going to з 
regroup and press on. In the confusion, your team should 


be able to slip past Andross's patrols. Your orders are to pro- 


ceed on toward Venom Sector X. Be ready to meet 


heavy resistance from an enemy bioweapon! 
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Mission 4 


SECTOR 


1 2) TO MACBETH 


Our spies 
report 
that 
Andross 

has been developing 

a star base in 

Sector X, but all 

that our remote 

sensors can now 
pick up is a huge 
field of space 
debris. We can't tell 
if Andross’s base 
construction pros 


"s trag] 


Teese, Or ЇЇ СЕЈ 
or ا‎ 


ы 


[ШЕГШ samp fes 
биз; 
HEE, SJE П, 
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TO TITANIA 


Andross has given orders that the team 
be destroyed or captured. lf captured, 
you're tobe taken to Titania. 


3 
TO SECTOR Z 


Rumor has it that there's a long-forgot- 
ten warp gate connecting this sector 
with Sector Z, clear across the system. 
Try to find the remnants of the gate 
among the debris. 


Andross's base has been blasted into space 
junk. Of course, they've turned the chaos to 


their advantage by hiding huge fighter 


ents 


Squadrons and gun emplacer nong the 


debris. With so many targets, you might not 


have trouble racking up the 150 hits needed 


for a medal, even without Smart Bombs. 


If you make it through Sector X without losing 
any wingmen, move on to Andross's supply 


depot on Macbeth and take it out! 


X MARKS THE SPOT 


squadrons appear, lock on and 


zed-up laser at one side of the 


screen and then immediately spray the other 


side with normal lasers. If you're goi 
high score, take the ri 
has far more enemies tha 


The left-hand path leads to the secret warp. 


Sector Data 
Radiation 
Mag Flux 


7.27 érgons 


Particle Density formed a nebula that appe 
shape of a giant letter 


Average: Albeda 


Approx. Raditis.:.... 19,871 skr 


but. sû far 
phenome 


strange magnetic curr 
travel extremely haz 


ENEMY RECON 


Andross has 
dropped hun- T 
dreds of these nasty 

robotic fighters in this 
sector, A hunter program 
activates them. automatically 
hostile L 


when it detects 


ships-namely, yours. They're not very powerful individually, 


but they can be very destructive in large numbers. 


эх эра T» 


These deceptively small mines produce 
incredibly large explosions when you 
get close to them. Lock on to them 
while they're still far away. If you're 
lucky, a charged-up bolt will take out 


two or three. 


Killer Hees 


As you probably know 

by now, it’s impossible 

to get a lock on Killer м 
Bees, so try to stay near 

the center of the screen 

and make small adjust- 

ments as you shoot 
Besides racking up four 
hits, you may also receive а 


Shield Ring for your trouble. 


mission 4 


Astronomic Data 
Sector X is'one of three mysterious 
zones where luminous space 


Scier 


sure these formations’ aren't 


з one has 
Sector X has many 
nts that make 


explainer 


Spy Eyes do not possess 
any offensive 
weapons, and « 


it is believed that 


they are some sort of 

early warning satellite, 4” 

Some may also func- 

tion as a kind of supply depot, since they often 
contain Supply Rings and other items. Look care- 
fully, as many of them are hidden among the float- 


ing space debris. 


These 


manned 


powerful, un- 
lasers have 
been placed in groups 
of two, four and six 
throughout the second 
half of the stage. Their 
targeting. sensors. work 
fairly well, and they're 
often backed up by two or 


more squadrons of Canines. 


Whereas Canines tend to 
form a single li 
straight at you, 
generation robot fighters have a 


e and fly М 


these next- 


much more sophisticated attack 
program. Alone or in a group, 
Borzoi Fighters flit around at high 
speed, pausing for only a sec- 
ond to fire before it speeds 


off again. Hi 
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SECTOR X 


after the other. Your 


In the second large wave 
of fighters to appear, 
destroy the last trio that 
comes in from the left 
for a Shield Ring. 


They're hard to spot in 
the crowd, but lock on to 
the four Vipers that 
swoop in from the lower 
left for an upgrade, 


There are two ways to approach the minefield. 
You can either take it low and slow and try to 


destroy the mines, or you can hit the booster 


to outrun the 


the explosions 


Stay alert for the sudden 
appearance of a Killer Bee. la 
Defeat it for a Shield Ring. 


A trio of Borzoi fight- 

ers will swoop in, опе y. x 
chances of bagging 

Supply Rings ie botter if 
your Shield Gauge is low. 
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Three flights of Borzoi fighters 
й will link up at these coordinates. 
| Lock on with a Smart Bomb and 
take them out all at once 


Fry the three Spy Eyes that 
are located just beyond the 
mines for a Laser Upgrade 


HEA 


Checkpoint for a full shield recharge. There's 
a wall dead ahead, but it will burst open as you approach 


won't even dent 
so dodge up 


and to the left. 


mission 4 


This is where the path through the sector splits in two. If you want to find out 
if the mechanism to the warp gate still works, head left. If you want to take 
your chances with the rest of Andross's fleet, head right. If you don't activate 


the warp gate, you'll remain in this sector and face the awesome Spyborg! 


Right 


Sensors indicate that the Spy Eye 
at these coordinates has a Shield 
Y^  Ringinits cargo hold. Take it out! 


Avoid another flying fist 
and destroy the Spy Eyes 
for a Laser Upgrade. 


Jii 3 j 
4 Peppy's in trouble) 

wouldn't do to i 
| Papa’s old pal get pastedi Just beyond the fork 


of lousy robot fighters, Us in the path, there are 
two secret passages 


through the debris. If 
you're on the left, you 
can grab а Laser 
Upgrade. If you're on 
the right, you can col- 


lect a Supply Ring. 
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[B | Answer ROB's If you fail to open the warp, you'll. as 1 


hail for a Supply head to the end of the sector. |. 
Container. A Killer Bee flitsin past the gate. 


CLOSE SESAME 


Though the path looks wide open, it’s actually GPEN SESAME 


been strewn with booby traps. The walls have been Shoot each of the four warp gates until it turns red and 


ged to slide together, leav 
just wide enough for transported to Sector Z. Only those Arwing pilots with 
the Arwing to pass dead-eye aim and a quick trigger finger need apply! 


you small spaces opens. If successful, you'll activate the warp and be 


through. Tilt, boost 
and brake as needed 
to avoid smashing 


into obstacles. 


Anentire squadron of 
Canines will get in your face X 
here. Blast them for a ring. — 


— 


ene Pel 
LOCK ON sp 90 


This path is thick with enemy ships of all types. Always 
use charged lasers to destray groups of ships and then 
use normal laser blasts to 
clean up the strays. If 
you've fired a charged-up 
laser using the target lock, 
you won't be able to lock 
on again until after the first 
‘one has detonated, 
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on two, but be careful of the st 
Canines chasing! t 
they chase him, thal 
fighters. in! thelial 
might whip aroun 
collide with you, | 
i 


This mechanical monstrosity is the result of a weapons project gone awry. Andross had 
hoped to use it against Corneria, but a malfunction in its artificial intelligence program 
has made it uncontrollable. It destroyed Andross's research base here in Sector X, and 
now it's gunning for you. It seems obsessed with finding its creator, but maybe you can 


give it something else to worry about! 


Head 


In the first phase, shoot 
at the head only when 
the eyes are showing. 
The entire headis 
vulnerable in 
the second 
phase, but 
it's also 
smaller and 
harder to hit. 


During the first phase, Spyborg alternates between laser attacks from 
its head and arm attacks. The arms are invulnerable, so don't bother 
shooting them. 


In the second phase, the laser attacks become harder to dodge, 
and Spyborg will start flailing its arms. Keep shooting at its head to 
bring it down 


At first, this rambling robot 
will swat at you and shoot 
its arms at you like missiles. 
Later, it will twirl its arms 
around at high speed 


ТЕЙИШ Als (ИШ 
SAVE SLIPPY 


If you take too long to destroy Spyborg, Slippy will jump into the battle to help уйи out. Spyborg will then 
knock Slippy off course and send him tumbling toward the planet Titania, where he'll be taken prisoner. 
If that happens, you'll have to take a detour to rescue him. 


DISASTER REG 

Alternating between rapid-fire laser blasts and charged- 
up lasers or bombs was the only way to ensure that, 
Spyborg was destroyed before anyone was hurt. Nw 


that Sector X is. clear, your orders are fo proceed to 
Matbeth. It's time to take the offensive and strike back 
at Andross right where it hurts-his supply fines! 


SEARCH АМЕБЕ 


Slippy is down, and he's not answering any of our hails. 
ROB has charted a course based on his last known 
trajectory, and it leads straight toward Titania. Andros 
fleet controls the skies over that world, so it's time to 
take the Landmaster out for a little spin around the 
neighborhood! 


TO TITANIA PG. 50 
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Mission 


Traffic to 
Tita 
usually 
2 restricted, 
but we have heard 
that Andrüss's 
scout forces are on 


TN її 
Slippy cod ЧА 
worse place Titania iS a sandy dust bowl of 
rolling dunes devoid of Vegetation, save for 
a few uninviting throngs of cacti. The plan- 
et may be an arid desen but ifs more like a 
atch basin drenched With! Oceans oí dan 
and ИШ Waves) of titanic 
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TU BOLSE If you blast past the onslaught of desert 


enemies and obstacles and rescue Slippy 
Toad by destroying his captor, your mission 
will resume, and the entire Star Fox team 
can head for Bolse. 


enemies. If the floods of land 
Pling columns don't stop your L 
їп its tracks) the assault vehicles probably 
will: The wasteland teems with enemies in 
the air and on the ground, so be ready to 
tum on adime and hover in a s 
because еу азаи You from all sides 


second 


mission 5 


Planetary lata Planetary Compendium 


Radius; 4.397 кту Titania is known as the “Red Planet? 


— 15 because of the huge ion storms 
Gravity: 0.48 that swirl düst from the surface of 
Esc Velocity.......6.79 skm/s the planet into its stratosphere. 
Equilibrium K. . U Archapologists have found surpris- 
Atmosphere:.......N230:0223.002?3 |- ingly advanced ancient ruins on t 
Hudrographics.: planet, and, in fact, a high-te 


Biornass. 5 planetary defense system, code 
Class. : named, “Goras,” is still active. 


Roving tankbots 
patrol he is 0 
deserts of Titania, ^ ME 
steadfastly rolling along 
launching laser missiles from their 
cannons. Unlike your е NI 
Landmaster, however, 
these tanks aren't very 
maneuverable, so they tend 
to move along on a fairly fixed and pr 
dictable path. It takes only a single blast to 
obliterate one. 


ап Nimes 


Volatile land mines 
pave the road lead- 
ing to Slippy Toad. 

The mines are sen- 

sitive and your tank 
can detonate them with the slight- 
est pressure, so don't tread on them. 
Avoid the explosives either by hitting Z 
and R to hover over them or by locking on to them 
and firing to blast them out of your path; 


Keep your sights fixed on 
these bird-like ships and 
be ready to swerve or 


The Rascos will y 
make sure your 

drive through Titania is a bumpy one. The 
smooth desert floor becomes a rocky road as. 


hover, because they'll 2—6 these robots hurl an avalanche of boulders at 
swoop across your | ч you. Blast them to stop their pitching and eam 
path to dump land one hit point 


mines in front of you. 


cc TD c 


А а 


"d 


Titania is plagued by lumbering Desert Crawlers. They look Spiny cacti dot Titania's 
formidable, but since they're massive, slow and sweltering sandscape, but ж 
unable to fire, they're easy targets. As long. they pose no threat to your 
you avoid coming into con- armored | Landmaster. If you 


tact with them, you'll be shoot or plow over them, you 

able to destroy them can reap the fruits of your harvest by 

by exploiting their claiming the bonus rings that 
weak spots: their sometimes sprout in their place. 
underbellies, 
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Unstable columns topple over to 
block your path by falling left if you 
approach from the left, or falling right 
if you approach from the right. To reach 
an item sitting beside a column, 
fool the pillar into falling away 
from the item by faking it 
out. Drive toward 
where you want the 
column to tumble over. 
When it falls for your trick and 
tips over, swerve to the opposite 
side to claim your bonus item. 


arches in the middle and the 


To make a bomb appear, 
plow through the tunnel of 
next tunnel on the left. 


Yos 


To earn four hit 
points, fire away 
yat the Crawler's 
lünderside. Attack 
by driving bet- 
Ween its legs and 


IS no Sunday drive rolling throu 
blow you off course viol 
them out of your way. H 


them first, then fire. Your homing lasers will 
land mines to clear a jm passage. 


Lu 


firing up at its 
stomach-as long 
as you don't come 
o'contactwith any part of its body, you'll be safe. It 
Ales While before it shows signs of defeat, but once 
you see Hit+3 appear, you can cease fire and watch 
the robot harmlessly collapse. 
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THE NEU PLANET 


WATS Millions of years ago, Titania was a thriving plan- 
DATALINK et populated by an advanced agrarian civilization. 
Interspersed between the farming communities were ornate 
cities of stone that the Titanians constructed using advanced 
ing and architectural techniques. The centerpiece of 
every town was its temple, where villagers would leave their 
harvests to appease the fearsome Goras. Now, two million 
years after an asteroid collided with Titania, the Goras is 
the only surviving creature roaming the planet. A far 
cry from the lush, green planet it once was, Titania 
has become a barren wasteland of deserts and 
dunes. Even the Goras is different-a direct result of 


Andross's biomechanical experimentation. 


Ө Л nud 


As you approach the bridge, 
two Shield Rings, sitting 
side by side, tempt you to 
choose between them 
Which one should you go 
for? You can easily capture 
both gold rings by first dri- 
ving through the ring locat- 
ed on the bridge. As soon as 
you enter the ring, quickly 
barrel roll into the trench on 
your right to claim the sec- 
ond Shield Ring 


mission 5 


TU PG. 54 


As you zip through the f 
valley to escape the per- 
sistent laser rays that are 
tracking your Landmaster, 
hover up to the left ridge. 
^ Smart Bomb waits for 
you at the end of it, but 
Titanian turrets weave a 
web of laser beams to tan- 
gle up your tank. Boost 
yourself speedily along 
the ridge to stay ahead of 
the laser fire and blow 
away the cannons, then 
plow forward to claim the 
bomb for your arsenal 
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A line of falling columns will threaten to flatten 
you when you attempt to claim the gold ring. The 
first four poles will fall to the right, the fifth will fall [B | 


away from you, and the sixth will remain 


standing. Avoid getting pancaked by swift- 
ly veering to the right of the danger zone. 
Once you've intercepted the ring, hover 
above the fourth fallen pole and 
land behind it to add a Smart 
Bomb to your inventory. 


DAN 5 
iba 2 

To earn easy hit points, aim high to down enemy 
ships are busy battling Arwings, so se little th 


on the ground. 
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missionS III/ 


Ө HOVERING. FORTHE RING 


X uf 
0 J can't shake heb 


In the valley, boulders, lasers, missiles and mines assault your tank. A much 
needed Shield Ring overlooks your plight from atop the gauntlet's right ridge. It’s 
a tough climb that may take time and a few tries to conquer, so buy yourself as 
much time as you can by hovering up the hillside as soon as you spot the ring. 


Slippy crashes his Arwing straight into the 
Un. clutches of the many-limbed Goras. To rescue 
your companion and free him from Goras's blistering grip, sweat it out in 


Goras grips Slippy's ship 
à heated battle with the ancient, wiry desert dweller and endure its май inits upper right arm. If 


T 

" che: ing 9 you blast the other three 
clobbering punches, scorching laser missiles and ghastly monster breath, N 10 Slippy will be able 

to fly away. 
Head ^ 2 
Quickly barrel-roll or hover to 
dodge Goras's breath, 
because the spitfire Goras's punches pack 


spews out a devastating 
energy stream. 


Arms 


Goras whips you into a frenzy with 
its four arms. Its lower ones pum- 
mel you, while its upper arms sock 
it to you with laser fire. 


quite a wallop, so quickly 
barrel-roll your tank to 
dodge its swings. 


Chest 


Goras's weak spot is its chest, 

but it's shielded by armor. To 

stripit of its protection and 

expose its vulnerable chest, 
destroy its arms. 


To avoid Goras's fiery Once you shoot its arms off, 
breath, hover or boost to launch bombs at its weak 
avoid the jet stream. spot inside its rib cage. 
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TO VENOM 1 Asiccesstuimissionon Boise 


throws you out of the frying pan 


CHALLENGE andinto the fire. Destroying the 


defense outpost leads you and 


>>>> your team directly to Venom, 


Andross's 
super 
defense 
satellite, 
Bolse, is the last 
line of defense 
before you reach 
Venom. We don't 
пасе ayot of infor- 
mation about t 
satellite 
of the scout ships 
we ‘Veysent-there 
Shave ever returned. 
A powerful force 
7 field protects it 
© from remote sean- 


“The. heavily-fortified Bolse Defense armies of Bolse fighters and the Star Wolf 
О еа оп of armed air- team, but steer clear of the outpost 
| Ships to ensure that filers ишу ized force fields, The defense sate 
nom. The forti powered by its towering core 
patrols the’ airs net destroying this unstable source of ener 
Se SRE Aidtoss’s homeworld) in a s ill be Bolse's folly. How 
agains irg Acsi Watchful Fei qn pRange | ma. o nons, energy rays and € 
strike tempo tights c Jorn oud T Staligh, its agely rage to protect its safety 
ers, such as uour  — ш тш | E 
‘Star Fax team, 
might be able to 
bring down the farce 
field and attack the 
core. Watch out for 
the ster Wolf team- 
they are sure to be 
on the prowl this 
close to Venom. 


ning-and-makes the 
Weapons of-aarge 


UL T j TT 
ji MU NATU 
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mission6 BOLSE 


Station Data . Astrono 


Radius... ... 20.000 sin alse, i 
Mass...... 40,00 smt Andros: 
Ratirtiy 7.59 bsp 
Compressed H 
apon Range 8000 se 


To power Bolse’s force field, shield reac- BS 
tors radiate energy beams to the base. V 
Flying into the energy rays damages your Wal 
ship, so make the airspace more navigable 


encircling the base. Each disarmed reactor 
earns you four hit points. 


The swift-flying Bolse fighters are 
aces at tailing the Star Fox team. 
Sharp turns and loops may shake | 
some, but there are plenty more / 
that will take up the 
chase. From their 


Bolse flühters y 


The war at Bolse is hardly a struggle Ч stations inside 

until the fearsome foursome zoom in to put Bolse, the 

an end to the Star Fox team. Wolf, Pigma, Leon N fliers spew 

and Andrew know that they're the only ones who are out in countless droves, firing their lasers 
left to stop you and your team from reaching Andross's to keep you from reaching the core. 
home on Venom. They're not about to fail their boss, so 

they'll tail your Arwings like a vapor trail. Stay undaunt- aser 

ed and rabidly dogfight your rivals, because their 

demise is your ticket to scoring at least 150 hits. Once Bolses alt- 

you've started to disable Bolse’s core, the battlefield space quick- 

will become frenzied with laser fire, so concentrate on ly becomes 


flooded with hyperactive 


downing the Star Wolf team before focusing your efforts 

on destroying Bolse. “Playtime is over,” Wolf taunts. laser fire. The laser cannons compound ў 

Make those his last words. the assault by spraying their firepower Ll 
across the surface of Bolse. It's easy to get ] 
blasted, but luckily for you, a bonus item | 


appears in place of every destroyed laser j 
canno; M [ 
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To disarm the base's force field, you 


must destroy the reactors generating 
its energy. First, however, fly low and 


INSIDE THE 


5 u BULWARKS OF 
FFF DATALINIS BOLSE 


Bolse is Andross’s last bastion of 


ly float a 


ong Bolse's surface, so stay 


defense that keeps watch over 


low and 


up your boosters to 
Venom while still keeping its sights 
aimed at Corneria. Stockpiled with 
missiles and Venom armies, the arti 


intercept them. After destroying the 


cannons, shoot at the reactor's top 


ion to disarm it. Once 


pe 


dea 


ficial planet orbits around Venom, 


ated the shield, prep 
recklessly blasting away any oncom- 


ing fleets. Powering the massiv 


space station is Bolse's bionuclear 


the Bolse fighters to assault you 


core. While the core generates 
immeasurable power, its unstable 
fusion of biomutated energy and 
nuclear power turns Bolse into a 
ticking бте bomb. Therefore, six 
reactor pylons must constantly cool 
and stabilize the generator, or else 
Bolse's core undergo bionu- 
1 clear meltdown. 


Ine laser cannofis usually give Up Supply 
Rings, as shown on the map, but youmay 
receive a Shield Ring or a Laser Upgrade 
depending on the condition of your ship. 
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After dogfighting on Bolse, the spinning core will even- 
tually emerge from the base. Blast the eight panels 
adorning Bolse’s core to blow up the space station. It 
takes a few hits to destroy panels, and you can't lock on 
to them, so give yourself some distance when com- 
mencing your attack. Apply your brakes and rapidly fire 
away as you approach the core. 


Core Planets 


The weak spots are the eight 
yellow panels. A few shots 
will destroy one, but it won't 
be easy to do since the core 
constantly rotates the pan- 
els out of the line of fire. 


MER WF OY 7 


BATTLE BF THE BBESE 


Not only do you have to battle swarms of Bolse fight- 
ers, but you'll have to tangle with the Star Wolf team, 
too. Mission 6 has no time limit, so go for the hit 
points and destroy all enemies before targeting the 
core. If your Arwing gets crippled, blow away the 


laser cannons to power up your ship with 


bonus items. 


mission 6 


When the tower 
emerges, fire at 
the eight yellow 
panels to destroy 
the core. 


Destroyed panels 
unleash laser fire, 
so the more you 
destroy, the harder 
it'll be to safely 
approach the core. 


H 7 
/ К 
— 


БА" 


Fire away! You'll earn up to nit 
points for each one you blow up. 
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If you score less than 100 hits, you'll 
head to Katina to fight alongside 
your former classmate, Bill Gr 


TO KATINA 
CHALLENGE 


F 
L 
[| 
G 
н 
т 
L 
oO 
E 


Corneria’s 
main bat- 
fleet 
as s 
fered severe losses 
iri Sector. Y! A huge 
space battle 
our flagship cri 
or perhaps worse. 
Debriefed survivors 
nove informe: 
about a new attack 
squadron of gigar 
1 battle 
the area. 
in it n 
fou fate to 


there dari 
at Ab 


get ii 
ЛИП пое 
ПЕЛ 
Their еее Will 

y but 
ишк een Dit, so 
Ap cere cil! Viren 
ае of course, 


Will ke 
your toes. 


— m 


р laye 's 


>>> 


ТП AULAS 
CHALLENGE 
>>>> 


ОД. 


ua ith oly ares where 

2 Underwater 
ёа destruction 
ine sub. To 


Jones's locker, reel 
hit points in 


mbat zone, Andross 


ps troop 
psive wave of space 


straight 


p. o are droppir 
| Peppers ships like rocks in a hy 


ide enemy lines, the con! 
ips floating througl 


battle 


eor 


sion of 


Aided by his Husky 


doggedly defend the fro: 


the Katina base. 


yard of Corneriar 


les that you mt 


rial acrobatics. Equal 


menace 


Spare the Corneriai 


threat by penetrating 


his battleshi 


robot 


lines of 


Sector Y's 


Astronomic Data 
5.61 ergons ‚ 


Sector Data - 
Radiation: 


Mag Flux 3896 
P. > Density...45 C/ 
Average Albedo....59 

Approx. Rahus. 


7,364 skm 


Andross's mug adorns the front of 
the Dorisby. Even uglier are the 
ship's turrets that zero in on your 
Arwing. The Dorisby, like all bat 
tleships in Sector Y, cannot be 
sunk. However, it can be dis 
armed. Blast the turrets, and, for 
extra hit points, shoot at the black 
and yellow bunkers on 


the ship's sides 


The flagship of the Sector Y offensive is the 
Saruzin. Aboard it is the Shogun warlord, 
the guardian robot that oversees Andross's 
galactic fleet. You can easily target the 
robot when it stands on the ship's deck, so 
attack it there before it launches itself off 
the runway 


SECTOR 


mission 7 


The Grazan's dual hulls are open in the 

front like a double-barreled shotgun. Aim 
your sights on these openings, but steer clear 
of them, because not only do they launch 
attackable armies of assault craft, but they also 
fire batteries of unstoppable energy bolts 


The battleships spray the combat zone with 
piercing torpedoes that home in on your 
Arwing. The small missiles usually blaze at 
you in large clusters, so be ready to dodge 
their sweeping, explosive swath. You can't 
lock on to them, but if you're a sharpshoot- 
er, you can destroy them with charged laser 


fire or bombs. 
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Q DOUBLE WHAMM e 


As you approach the Grazan battleship, target its 


pen- 


h barrels 


ings, because fighters will catapult out of bc 
Lasers simultaneously spew out, too, so quickly veer 
to safety. After the assault, you can fly either above 
or below the ship's deck. Both paths deal you 


the same enemies: a squad of enemy fighters 


The fliers appear at the end of the Grazan 
pr 

so keep 

your lasers 


charged 


Launch Bays 


Annihilate the entire squadron Defeating the flock of fliers a 
of enemies to make a bomb zooming through the Grazan C. "M 
appear for your valor. earns you a Shield Ring. 


00:15 


WM li TU 


\\\ 


Zap the last robot soldier 
floating by the batt 
earn a Laser Upgrade 


LOCK ON Ө FAREWELL TO ARMS 


LOCK ON THE BOT 
The robot soldiers may have shields, but they can't withstand 
a hit from your charged laser. Lock on to a robot, then fire. It 
takes only one 
hit to overload 
its circuits and 
explosively 
crash its system. 


The cannons mounted on the bat 


tleships easily elude your Arwing's 


targeting system, so you'll usually 


nor 4zm-rmm 


have to fly in fairly close in order to 


get a lock on the turrets. Such con: 


[o 


frontational tactics 


make you an 


easy target, so rather than waiting to 
get a lock on your target, fire 
away and pelt the cannons 


with your lasers 


Cannons 
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mission7 SECTOR Y 


© REAR ATTACK OOVER OR UNDER? 


As soon as Peppy You have two routes to 


Hare warns you choose from, depending on 


that enemies are whether you swoop above 


soaring in from (Route 1) or below (Route 


behind, apply your 2) the Grazan carrier to 


brakes or perform a pass it. The lower route is 


loop to let them the more hazardous path 


pass. Be as quick flying you directly into the 


as the rabbit who's line of cannon fire and 


dishing out the robot troops. If you vie for 


advice, or else the the upper route, you'll 


enemy squad will encounter plenty of ene 


plow into you with mies that can easily boost 


j 


their ships and your hit points over 100. 


laser fire. 


THE BATTLESHIP 
GRAVEYARD 
DATALINK ‘Sector Y is a mysterious zone haunted by 
conflicting storms of radiation and magnetic 
energy. The space dust that ionizes the sector tends 
to cause the equipment of most space craft to 
malfunction or Sector Y renders most ships 
helpless, leaving them victims to space pirates and 
Venom’s armies. Usually, pilots wisely steer clear 
of the eerie vacuum, but those who dare to enter 
rarely escape. Scientists attribute much of the 
existence of the Sector Y phenomenon on a 
failed Bolse satellite prototype that underwent a 
nuclear meltdown and polluted the zone with 
its radioactive remains. 
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When Slippy croak ЫШ MECH TROOPER 


leave me alone!” aim : 
The red robot is 


tougher than the 
other robot soldiers 
you've fought so far. 
It jets around a lot 
so it's hard to hit 
unless you lock on 
first. At least two 


charged laser blasts 


For a Laser Upgrade, 
lock on and zap both 
robot soldiers. 


should destroy it 


As you fly toward the carrier, its laser Can 
nons will draw a bead on you and launch a 
steady stream of laser missiles in your direc- 
tion. As long as you keep moving, you 
should avoid getting zapped. Before return- 
ing fire at the cannons, lock on to the robot 
soldier taking off from the ship's runway 
After shooting it down, swoop left to blast 
the cannons and the second robot soldier. 
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SHOGUN 
7 


The warlordis armed with a high- 
powered laser gun. One hit can 
considerably damage your 
Arwing, so avoid being an easy 
target by constantly moving. 


Shield 


The Shogun warlord deflects 
lasers with its shield. To destroy it, 
relentlessly blast away at it with 
your lasers. 


mission 7 


Before you duel with the 
Shogun warlord, you must 
first defeat a pair of Shogun 
warriors. The robotic duo, 
which is worth a total of 

eight hitpoints, bull- 

ishly charges you 

and assails you 

with pistol fire 

The warlord's 

combat tactics 


are similar, but 


(m m 1 es svong amor 


protective shield 
and agile man- 
euvers make it a far 


fiercer foe 


SECTOR 


When you fire 
at the Shogun 
warriors head- 
on, they usual- 
ly retaliate by 
charging, so be 
prepared to 
swerve. 


After you beat both warriors, the Saruzin 
battleship will launch the warlord to spar 
with you. 


Follow your wingmen closely as 
they fly in formation for an 
upgrade. If you have twin lasers 
already, you'll get an extra ship. 


TO SHOGUN 
| | 


To maximize your hit points, fire away at all of the battleships’ cannons and bunkers. You'll need at least 81 hit 
points entering the final showdown, since destroying the cay 1 


Shogun robots can earn you up to 19 points. 


: 4 
If you score 100 or more hits upon completing your mis- 


sion in Sector Y, your next mission will subm you 
leagues under the sea Ps AE To rack up enoagh hits for 
the dive, take, the upper route when the carrier throws a 
fork into your flight path. 


TU AQUAS PE. 84 


M your targets clude you and you e" than 100 hit points, 
you'll journey to Katina to reunite with your old pilot pal, hill 
Other than Meteo, Sector Y is the only mission that will lead 
you to Katina to join forces with Bill and his Husky unit. 


TO KATINA PG. BB 
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Mission 


Katina is 
one of our 
frontline 

| defense 


posts, Fox, and it's 


J O, I 
x) jr TE 
Sodron Apparent, 
lane hundreds) 
Drarinbreneleyanmind| 
Dyar Wa Пт MI] 
nas also Пуш] wey 
thet an ssw) 

Snip ES 
Daan РР РИ 1-5] 
Wa to the pws, 
Het over were TO 
help Эй out bata 
ЙЭ top Fiz] ГЕЙ) УЙ) 
fle? пало Tora FU 
On te ШЕЙЛЕ? 
moter Ship when 
ou gat Vara, so 
ren ro on 
cane frt 
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INA 


p TO SECTOR X 


If you can't save Katina's base, the 
tar Fox team will be routed to the 
Sector X Nebula. The battle in 
Sector X is easier than the one in 
Katina, and its a step closer to the 
confrontation on Venom. 


2 
TO SOLAR 


A dwarf star, Solar is the undisputed 
hot spot in the Lylat Sy: n. You'll 
warm more than your toes here if 
you successfully defend Katina's 
base and eliminate the enemy inva 
sion force. 


The Star Fox Team will defend Ка 


ers will pour out of Saucerer, the biggest 


Ra Mode. The 


jes are at is the ship's Core weapon. It takes 


and it's c 
As the 


Saucerer, a heavily fortified as: 


dogfighting. aircraft 


ty seconds for the Core to charge and 


cem friend from foe опе a target. If you can destroy the Core 


weapon, the explosion will scramble the 
appear and make an attack ru nas  ship's delicate internal circuitry and set off a 


Frontline Base. While clouds of er 


nassive chain reaction 


Planetary Data 

Radius. к „4.893 skm 
Albedo..;.....— 0.37 
Gravity NUS 

Ese: Velocity . . A4. skm/s 
Equilibrium K.......e81 
Atrmnosphere........N? 80-0917 
Hydrographics . 0%, 
Biomass. -676 Quads 
Class vet: | 


ENEMY RECON 


orne ters 


Corneria Fighters are not enemy aircraft, but many 
rookies mistake the aircrafts’ markings for Venom's Invader 
Assault Fighters. Your Arwing combat computer can identify 


Corneria Fighters and will not 
lock on them. 


Katina's Frontline Base is home to some of the best fighter 
jocks in the Lylat System, including the decorated pilots of the 
prestigious Bulldog and Husky units. Since veteran pilots are 
in short supply, these aces are a prized asset to the Cornerian 
Fleet. General Pepper will be very disappointed if you acci- 
dentally shoot one down. 


KATINA 


mission 8 


Planetary Compendium 


Invader п 


Venom’s Invader Il Assault Fighters 


suffer from numerous design flaws 
and are vastly inferior to Corneria 
Fighters. To overcome th 
shortcomings, Andross has 


ordered all Invader Ils to 
be painted with Corneria 
markings to confuse the 
Star Fox team. 


The Frontline Base 


Katina's Frontline Base provides fighter support for the 
Corneria fleet against Venom's invasion fleet. The 
skilled pilots based here have been constant 


thorns іп Andross’s side 


eneral Pepper 
has been 


anticipating an assault 


here for some time 


Bill Grey is a squadron leader at Katina's Frontline 
Base. Bill and Fox go way back; in fact, they stud. 
at the Corneria Flight 
Academy. If you assist Bill and save 


ied together 


Katina's base, it's a sure bet that 


he will find a way to repa 


the favor later on. 
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LOCK ON А 


It's tough to identify the friends from the foes as they flash by your ANATOMY OF 
canopy especial sna the P and ed үа та” AN INVASION 
similar paint schemes. Your combat computer knows the differ DATALINK 

The invasion of Katina is 


a textbook example of a Venom 


ence, so lock on each target 


assault. The first enemy objective is 
to establish air superiority. Since 
Andross's Invader 115 are inferior to 
Cornerian fighters, the enemy will 
overwhelm the defenders with 
huge numbers. As Saucerer flies 

| over primary targets, air defense 
MN NT units are lured into meeting the 
first wave of Invader Ils. A larger 


wave of enemy fighters then 
swarms out of Saucerer and elimi- 
nates the preoccupied defenders. 
With the skies clear, Saucerer 
deploys its Core Weapon and com- 
mences with the second objective 
the complete annihilation of hap- 
less ground units. At the end of the 
battle, shock troops are dropped to 
enslave any survivors. 


Saucerer 


= 


Once the Saucerer arrives, it will 
launch wave after wave of fight- 
ers. After you destroy two launch 
hatches, ROB will hail you for a 
resupply. 
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mission 8 


It's rumored that Andross stole the plans for Saucerer from an alien civilization 
that lives far beyond the Lylat system. The Saucerer is a fortified assault craft 
designed for invasions. It carries several hundred fighters and is armed with a 
powerful Core weapon. Once fully energized, the Core weapon can discharge 


The Hatches enough energy to vaporize any city in the galaxy. 

Enemy fighters launch from 

four hangar bays, which are 

called “hatches” by Corneria's 

seasoned pilots. Destroying > 

thehatches will stop the air Saucerer's hatch- 

assault on the base. es aren't open all 
the time. Bill will 
radio you when 
the bay doors 


slide open. 


Fly underneath 
Saucerer and use 
your laser to 
shoot away the 
hatches. 


The Core 


The Core is Saucerer's 
central power plant and 


main weapon. It takes sixty If you have Smart 
seconds for the Core to Bombs, apply 
energize over a target. your brakes and 
During this charging time, launch all of them 
the Core is completely vul- at the Core. 


nerable to attack. 


DETOURIO ЕП ШТ 


SAVE KATINA BASE : 

Where you go next depends on whether you save the base or allow it to be blown away. Mission 8 isn’ 
milk run, so don't be surprised if Andross’s legions slam dunk the Frontline Base. The key to victory is know- 
ing the idiosyncrasies of All-Range Mode flying and being able to understand the data o your ratlar screen: 


SAVE THE DAY 


It’s time to turn the tables n Venom Forces. You caiysur- _ 
prise the enemy by attacking their supply center. Their sen: 
sors won't detect you if you fly through Solar's orbit. When 
you destroy Saucerer's Core, Katina’s inhabitants will see 
the greatest fireworks display in the planet's history 


$ 
TO SOLAR РЬ. 70 


KATINA 15 УДАВЕ 


Wf you fail to destroy the Core within sixty seconds, 
Saucerer’s Gore will discharge and vaporize the base. A sur- 
prise attack on Macbeth is no longer an option since 
Venom’s forces are regrouping in the Sector X Nebula. 
Perhaps you can vanquish the enemy forces gathered there. 


— 
TO SECTOR X РБ. 44 
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Mission 9 


TU MACBETH Andross and the forces of Venom 


aren't expecting a Cornerian attack 
from Solar. A fighter jock would have 
to be as crazy as a fox to attempt a 
fly-by orbit around this volatile sphere. 


Scientists 
have Е 
j for 

years that 
nothing could possi- 
bly live on this 
star's surface, but 
we've scanned 
А 7 ships 


While your Arwing's hull is built to with- of Solar's endless inferno. The lower you 


tand temperatures in excess of 9,000 go, the faster the shields burn. Fortunately 


ШАШ И 
tuation rees, the heat on Solar’s photosphere 


E E Ens 
t for us, с 


1 standards. Only your ship's shields prevent rocks and flying enemies, then replenish 
Шип in 


Йан! armor 


еге аге more Supply Rings on Solar than 


intergalactic engineering safety апу place in the Lylat System. Shoot the la 


you from being broiled, Your shield energy your shield energy by flying thre | the 


gradually decreases as you brush the flames Supply Rings that appear in front of you. 
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mission 9 


Stellar Data * 3 Planetary Compendium 
© Radhis r aum An M Lass star, Solaris in the 
"32 mE лібе of Lulat's Sector X-Y-Z 
3.500 degrees k | Triangle. Until Andraoss b 
Ene 947 ergons biaweapon ex 
e Stier Cinsa.. never believed that Ii 
on a star en with 5olar's rela- 
tively low surface temperatures. 
Andress may have introduced life 
here to spite his contemporaries. 


4 4 4 
4 4 b 
TTE Й E Je | 1 
Flying fire birds called Gores soar on the superheated y ' А £ 
in. 


thermals radiating from Solar's hot surface. Considering 7 ر‎ 
the creatures’ heat resistant properties, Lylat zoologists — 

speculate that the genetic structure of the Gores is f N E 3 
exceptionally advanced. Unfortunately, the beasts have the Р 

mental facilities of moths drawn to flames. Gores are 4 4 
extremely territorial and will chase and attack anything that 
flies too close to their feeding grounds. 


Solar's surface constantly spews burn- 


wii ы ing rocks into space. While gravity 
reclaims most of these molten meteors, 

— — à survey crew. once captured one and 
2d made a shocking discovery: the rocks 


are composed of former space junk. The 
minerals are recycled and forged by 
Solar's heat into Supply Rings, Supply 
Stars and Smart Bombs. 


Solar Prominences are arches of incandescent gases 
that loop between the sunspots on Solar's surface. 
Prominences can spring up suddenly in front of your 
shields, giving you very little time to react with evasive 
measures. Your lasers have no effect on Solar 
Prominences, but the explosive blast from a Smart Bomb 
will evaporate the gases, Use your bombs wisely, since 
Prominences vastly outnumber your ordnance capacity, 
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PROMINENT PROMINENCE 


The curved arrows on the map indicate the paths of anticipated Solar Prominences 
The searing heat from these expanding arcs of incandescent gases can eat up your 
Arwing’s shields, so fly above or under each prominence. When taking the low road, 
remember to pull away from the surface as quickly as possible to avoid depleting your 
shields. If a collision is inevitable, launch and detonate a Smart Bomb in front of you 


to break apart the fiery gases. 


Since you helped Bill Grey 
destroy Saucerer and defeat 
the Venom invasion force on 
Katir 
risk his life and repay the 
favor. Bill will swoop down in 
front of you during the first 


he's determined to 


half of your sizzling journey 6) box Ties ol 


xild use seme 
Ip. Fox 


across Solar's turbulent sur- 


If your shields are nearly toast, 
look for the Shield Ring in the 
“= middle of this lava bomb field. 


face. If you follow his fighter 
through the searing heat, he'll 
drop Supply Rings and a Laser 
Upgrade in front of your 
Arwing. You'll use these pro- 
visions—especially the Shield 
Rings—to navigate the treach- 
erous swells gathering on 
Solar’s hot horizon. 


| 


D 


„ 
edit" 
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mission 9 


A FLOCK OF EIERY-FBW 


For each group of Gores you gun down here, you'll earn a Supply Ring or other power- 


up item. These fiery fowl fly fast, but you can down an entire group with a solitary 
Smart Bomb. Depending on what you need and what you receive, blasting Gores can 
be either rewarding or a total waste of Smart Bombs. Check your ship's status before 


you decide to use up all your Smart Bombs shooting them down 


ora 


If you stay on the left of the 
solar swells you'll see a Gore 
you can shoot for a Laser 
Upgrade. Go right if you already 
have the hyper laser. 


7 ris 


SOLAR SWELLS 


It's a real heat wave! As you approach this turbulent region, titan- 
ic solar swells will rise and break in your path. Press the Z or R 
Button to tilt and turn your Arwing around the edges of these 
Solar 
Swells are just as hot as 
Solar's flat surface, so try to 
keep as far away as 
possible from the waves or 


burning breakers 


your ship's shields will 
quickly disintegrate 


Sharp Left 


If you veer to the right and down 
the Gore here, you’ 
Smart Bombs and a Shield Ring. 
B Save the bombs for the 
Prominences. 


_ Solar Swell 
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may) 
Fa lco is . chased by a Gore, 
it à lot of time to save him. 


Blast the brown lava bombs 
andcollect Smart Bombs. The 
flashing red rocks are holding 
>27 Shield Rings. 


If you keep blasting away at 
the Gores, you'll collect five 
Smart Bombs here. 
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If you nail this Gore as it chases Slippy, 
you'll collect another Smart Bomb. 


Shoot the Gore here to pick up a 
Smart Bomb or blast the lava 
bombs and load up on Supply Rings. 


Ӯ o2:00 


Sman Bomb and blow i n 


ONE COOL HOT SPOT 


With a surface temperature in excess of 3,500 de 
DATALINK ‘Kelvin, Solar is the undisputed hot spot in the Lylat System. 
When measured against other stars in the system, however, Solar 


looks downright frigid. Solar is a red M-Class dwarf, one of the 
coldest stars in the universe. In contrast, Solar’s antithesis, a B- 
Class Blue star, has a searing surface temperature of 25,000 
degrees Kelvin and a life expectancy of a couple billion years. 
Luckily, M-Class stars burn the slowest and last the longest. 
Scientists predict that Solar will keeping shining in the Lylat 
System for 100 billion years or more 


Drop the Gore as it skims the sur 
face and collect a Smart Bomb. 
This is the last bomb in the stage. 


dea "f 02:45 TO VULCAI 


Vulcain is one of the most advanced bioweapons in the 
Lylat System. Besides being able to adapt to Solar's 
extreme temperatures, Vulcain can modify its genetic 
structure by absorbing and altering the molecules of the 


objects in its environment. If you're not careful, you'll end After you destroy 
Vulcain's pointed 
limbs, target his 
mouth and blast 
away with your 
Arwing lasers. 


up out of Solar's frying pan and 
into Vulcain’s fire. 


Vulcain will 
submerge part 
way through 
the battle and 
make waves. 
Tilt on your 
side to avoid 
the tidal wave. 


Arms Vulcain spews rocks at you, 


Target Vulcain's sharp limbs before but this isn't a bad thing. As 
he splashes a massive plasma wave you destroy the rocks, they'll 
at you. Later in the battle, he'll transform into Supply Rings. 
regenerate new, mutated arms, Collect the rings and continue 


the battle. 
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TU B ü LSE The Venom force at Bolse is weaker than 
the group at Area 6, but it's still one of 
CHALLENGE the toughest stages in the game. You'll 


have to defeat Mechbeth with your 
>>> normal weapons to reach Bolse. 


* 


Macheth is 


the dus- 


О TO AREA 6 
A T CHALLENGE 
tary machi >>>> 


You must flip eight railroad switches 
t and force Macbeth's supply train off 
" the tracks if you want to reach Area 
6. Listen to Peppy if you want to 
learn how to derail t zy train. 


EM I чарку. 
> 
; : 


this, plan- 


3 


E 
A = 
mi 
E 3 


E 


launching point for 
' the interplanetary 
cruise missiles: 
Andross has been 
using to assault 
Corneria, Resistance 
fighters on Macheth 
have information on a 


Plahet Macbeth serves as the supply depot for weakening the remaining enemy 


OM nom forces in the Lylat system. The forces around Corneria, but it won't be easy 


so used for manufacturing many of Іп order to take out the supply train and the 


 Andross conventional weapons, including base defense units, you'll have to conduct a 


i ive ship-to-ship missiles deployed ground assault with the Landmaster. The 
ОША gs General Pepper mentioned i ainder of your Star Fox team will fly 
| his briefing, attacking Macbeth is a brilliant ^ overhead and provide air support 

j тїї 


mor az 


train that transports 
erals and weapons 
n the mines and 
ies ta Andross's 


— and stoppi 
| ment will be а cr 
pling blow to 

Andross’s plans. 


a ilu 


il 
fiir ШШШ 
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Planetary Data Planetary Compendium 
Radiu! 954 skm Macheth is well known as a 
Albedo ^ house. The 
Gravity... 

Esc: Velocity - 31 skm/s 


Equilibrium К. 30 
€ Atmosşphere....~..N275:0220 Andross t wfacture weapons 
9. Hydrographics arid supp эг his armies 
Biomass. -539 Quads 
A 


Can 


The Cannon Car is a standard security car attached 
to all supply trains on Macbeth. This defense unit is 
armed with a bomb and a E 


Much of Macbeth’s Birnam Wood was cleared away to make 
room for Venom's Army Supply Base. The colossal Weapons 
Factory here assembles the missile components used against 
the Corneria forces fighting in Sector Z. You don't have the 
firepower to destroy this hardened target, but if you redirect 
one of the weapons trains, you might set off a devastating 
chain reaction, ! 


forced with heavy armor plat- 
ing. li you fire enough shots you'll 
destroy it, but you'll earn more 

points if you spend your time Е 
blasting the smaller targets от 
both sides of the track. 


You've already encountered Tripods on other mis- 
sions, but you'll find larger numbers of the flying 
foes on Macbeth. That's because Tripods are man- 
ufactured here. These newest versions are 
equipped with Andross' latest aerial combat 

computers. Shoot them down before ., 

they lock on your Axing, y 


The Liquid Fuel Carrier is one of several cars you'll have to 
destroy before taking on Mechbeth. When you ignite the 
volatile cargo on the carrier, the subsequent explosion will 
demolish the nearby, cats, making it \ 


easier for you to attack the cars 

near the front of the train, SS 
but you'll take dam- „ш P x 
age if you're close-to & 


the car when: it 
explodes, 
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CK GET ROCKED 


e cars carrying the large boulders as soon 


Crank up the hits on the heavy o 


as you begin the mission. You'll add seven points to your score each time 
you destroy a loaded ore car, and you won't have to worry about obstacles 
in your path. The trick is to 
remain on the left side of the 
screen, close to the train, and 
concentrate all of your firepower 
on one target at a time. Ignore 
most of the other targets shooting 
at you. Fire as fast as possible or 
the car will dump the boulders in 
your path and you'll have to 
redirect your fire at the obstacles 
or take heavy damage. 


— W unis 
1 


Anautomated gun 
is guarding this rail- 
way spur. Knock it = 
out to collect a 

Shield Ring. 


„БИ 


ids of Tripod and Dragon Fighters cover this section of the track. Tripods fly low 
slow, so it’s easy to knock them out with a single shot, but the Dragon Fighters 
E. and tough to follow. Lock on the Dragon Fighters and let your Landmaster's 


fal Smart Bombs, save them for the large clusters 


Destroying 


г groups with a sin- 
bomb will quickly 
Bs your overall score. 
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LOCK ON 


If you can't take out all the ore cars, the train will slow down and the ore cars 


will roll boulders into the path of your Landmaster. After being dumped, these 


rocks will spin and start rolling straight toward you. Lock on the boulders with 
your main cannon and blast away. Steer between 


the gaps in the 
rocks and resume 
chasing the train 


Down the squadron of Dragon 
Fighters here to earn an additional 
^ Smart Bomb. 
w 

* 


Another Shield 


Ф 3 Break up the 


~_ swarm of five Ring will appear 
= Tripods and here after you 
hover up to. clear two 
the Shield Ring waves of rolling 
floating here. rocks. 


The train rises on an elevated track, giving the Cannon Car an unobstructed 
view of everything around your Landmaster. Since it’s easy for you to dodge 
the cannonballs with a barrel roll, the 
Cannon Car will shoot at the boulders 
above the canyon wall, causing them to 
rain down on you. Don't waste your 
time trading shots with the Cannon Car 
instead, increase your score by blasting 


the rocks in the canyon. You'll get even 


later in the stage. 
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HOVER AND HLR 


As you chase the train down the tracks, the 


crooked engineer will activate security 
barriers behind the train. Hold your 


Z and R Buttons to activate the 
Landmaster's thrusters and hover 
up and over each barrier. Like 
your booster, the thrusters have 


limited power, so don't hover too 

soon or your Landmaster will trip 

and go sprawling between the rail- 

road ties. Don't tailgate the railroad 

cars or you won't have enough time to 
react to the protruding barriers. If you still 
end up getting tripped up, note and remem- 


ber the locations of the four barriers shown 
Barrier 


on the map below 


Activate Thrusters 


Woes Б "ues 


Supply Rings, Shield Rings and Smart 
Bombs are waiting for you behind 


"Di 74 the track, You can't use your‏ اللا 


heavy steel doors on both sides of 


Landmaster's laser or Smart Bombs 


Falco has bi 
more than he сай : 
Î Swarm of enemy fi 
е has a foe locked 
thers. | ‘i 


like you did on the gates on Corneria 
to control the mechanisms that open 


and close the doors on Macbeth. Use 
your Landmaster's booster or brakes 
i Mand time your approach so you сап 
oll through the industrial strength 
barriers without being shut out or 


beaten up. 
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careening into a weapons factory 
Andross anticipated this plan and 
designed an elaborate safeguard 
system to deter sabotage. Luckily 
Peppy has figured out a way to 
derail the train. You'll have to flip eight switches and blast the 
track control. Use either the Landmaster’s cannon or Smart 
Bombs to spin the numbered switches. If you can detonate a 
»omb directly between Switches Three and Four, you'll flip 
them simultaneously. The first five switch locations are desig- 
nated on the right half of the map below 


C 


— 


THE TRAGIC TALE 
LYLAT OF MACBETH 
DATALINK v. 


the aerospace industry for the Lylat System. 


ars ago Macbeth was the center of 


Gifted scientists and engineers flocked to the plan- 
et to share knowledge and make staggering sums of 


ORE OEY ЕНГ snd rectum E af 


panies worked long hours to meet the demand. While 
there should have been enough wealth for every- 
one, a handful of greedy CEOs tried to gather 

up all the power by betraying the consortium 

with hostile takeovers and leveraged buyouts. 
Capitalizing on the contusion and brutal infigh! 

ing, Andross invaded the planet, enslaved the sci- 
entists and set up weapon assembly lines. 
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The final three switches are hard to hit, espe- 


cially since Switch 7 and Switch 8 are on 
opposite sides of the track and Mechbeth 


will try to distract you. You can flip the last 


hes simultaneously by detonating 


t Bomb in the middle of the track. This 


is the most difficult part of your mission. If you pull it off, 
you'll still have to destroy the track control box. Follow 
he tips for finding it in 


the box directly below 


© CHANGE COU 


1 
The eight switches that D safeguar 1 
es inside the track соп Бох ост be able to chang 
“tracks if all of the eight round lights 
оп the box are blue, A red light « 
“the control box indicates. 


ı missed flipping a switch and t 


he control mecha- 


the 


ba gi didn’t see the 
0 fighters creep up on him Wh 


Was watching you shoot the 

es tough to lock on the pursui 
while Mechbeth is blocking 

l Try using a Smart Bomb on Й 


track and force MacBeth’s supply 
in off course, blast the control box "- 


'As cruel as it sounds, you m 
Bave Peppy if you've. already fli 
Ick switches. 
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Mechbeth's internal power generator is still in the development stages, so the 


bioweapon remains tethered to an energy supply canister onboard the train. Its 


advanced combat computer, however, is fully functional and armed with a trio of the 


deadliest attack weapons ever designed on the planet. 
Head $ à 


Mechbeth shoots near- 

ly a dozen explosive 

iron bars from its head " 

in one shot. To avoid Wings 

Gamage, you must If Mechbeth has enough time, 

es e it will gather energy toits 

1 e a wings and shoot a pair of 

ront of you. powerful blue beams at you. 
Stay between the moving 
beams to avoid damage. 


Tail 

If you're not careful, Mechbeth will sweep 
down, spear you with its tail, then drop 
you. Execute a barrel roll and spin to safety 
when Mechbeth starts to dive. 


DETOURIORIDUT ES 


GET ON TRAEK 


Your next destination depends on whether you blast the:eight switches and change the train tracks or 
end up blasting Mechbeth into scrap metal with your Landmaster's weapons. 


IHE RIGHT TRAGHA 
If you manage to flip all eight switches and hit the 
control box, Mechbeth will roll down the wrong 


track and demolish the weapons factory. Andross. 


is scrambling to assemble a last ditch defense forte 
to intercept you at Area 6. 


MEECHBETH 15 Ost ЧУМЕГТЕП 

If you use your lasers and Smart Bombs to 
disconnect Mechbeth, the Star Fox team will be 
redirected to the Venom forces at Bolse. Don’t 


think that this is the easy way out-your trouble is 
just beginning. 


Mechbeth's head has 
an endless supply of 
explosive iron bars. 
Lock on the bars 
obstructing your 
path and blow them 
away, then continue 
shooting the head. 


After you've destroyed the 
head and arms, target the 
control panel on the train's 
energy supply container. If 
you wait long enough, the 
control panel will open. 


Slam the exposed control 
panel with a powered-up. 
laser blast, then use quick 
bursts to finish the attack. 
Mechbeth can't react as long 
as you're hitting the panel. 


Mission Ng. 


MISSIO] 
COMI ET 


TO BOLSE PG. 56 
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150 hits 


TO ZONESS 
CHALLENGE 
>>> 


your next mi 


Fox, we 
have 


received 
reports 
that Andross is using 
bioengineering tech- 
niques to mutate the 
sea creatures of 
Aquas into deadiy 
bioweapons. 
However, because of 
the rapidly spreading 
pollution in the plan- 
Pts ocean, we have 1 ASSAULT ON A UAS 
been unable to "m 
determine exactly B arine attack such as the exploding, St ld t 
what is going on vigate tl deep channel: woided. The Blue-Marine of 
there. We need to v logical terrors, You'll d few ferently from an А 
have you take the es here and precio. 1 
plunge and get to Vouk co to the num 
the bottom of L t te | Ѕоте епетіеѕ 
Andross's schemes ^ ои s ‹ ^ 7 by torpedo blast 
on Aquas. 1 
stand that 5lippu 
has designed an 
experimental battle 
submersible, the 
Віџе-Магіпе, that can 
do the job. You 
only chance on this 


F 
. 
ü 
G 
H 
T) 
L 
0 
G 


one, Fox! 


mission 11 AQUAS 


Planetary Data Planetary Compendium 
-5,789 skm The en 1 
0.45 
-0.873 


1.23 skm/s 


.280 
Neu een 
agraphics....97% 
Biomass . 2.545 Quads 
Class W 


ENEMY RECON 


Giant Sint Fish 


These lurking lunkers 


These Starfish explode 
when hit by torpedoes or 
when in close proximity / 
to the Blue-Marine. 
Shoot them at a dis- 
lance so they 


PER 


appear about a third of 
the way through the Ñ 
Ocean stage. You can 
destroy them with lasers or. 


explode before 
you get too close. A good alternative 
is to avoid them. 


The giant squid can be found in 
several locations of the ocean, 4 
but they never present much of 
a problem. A single torpedo will 


A 


torpedoes, but use torps quick- 
ly in order to get the maximum 
three hits, The fish swim across 
your path, from right to left, not 
allowing you much time 


eC IED 


\ turn them into Calamari, and 

The dreaded Angler Fish light N 
` you can destroy several with 
up the abyss with their Х 4 
\ a single shot. 
powerful, glowing М 
\ 

appendages. They are У 
tough as nails, апа you'll y” 


have to nail them with multiple 
torpedo shots to black them out. 


Schools of Sculpins lie on the seabed waiting 


your approach. If you don't stir them up, 
they'll launch up and hit you. Start 
blasting them with your laser and 
torpedoes at a distance to score 
mass hits. 


The mysterious Garoas 
hide within their shells until 
disturbed by torpedo shots 
from the Blue-Marine, then 
they. spread their wings wide in a 
[| dangerous embrace, When the wings are 


| spread, fire a torp and follow it up with 


laser shots. 


Clams on Aquas som nes contain pearls such as S 


Shield Rings and Laser Upgrades. When you begin yo 


mission, the first clam to the right has a Shield Ring and the third 


clam, beyonc arch, has a Supply Rin 


Just beyond the small moundis a clam 
containing a gold ring. Target the shell 
with a torpedo to open up the clam. 


Pass through all three stone arches 
and then defeat the clam here to 
make a Laser Upgrade appear. 


З 00:45 


The ancient с of 


After passing through the third ardh ара of Garoas appear with their wings Aquas once stood above the waves on 
folded around them. Open fire wein ИШ ое» to get the Garoas to spread a Series of islands amidst the global 
their wings. Once the wings аге Open, OU kan use either torpedoes or lasers ocean. There, people built great tem- 


to win the battle. You'll earn a Supply Ring om one of the defeated ples and made а living by harvestir 


sea life from the surrounding waters. 


© | | But long ago, а monstrous entity 
B known as Bacoon grew in the depths 
o of the ocean, and it was jealous of the 
| slorious civilization оп the land. Over 

Ja many years, Bacoon grew powerful. It 

J learned to control the other aquatic 


lifeforms, like the explosive Starfish. 
When Bacoon commanded thousands 
of the Starfish to migrate to the ice cap 
and explode, the resulting heat melted 


the polar cap and all the islands were 


covered by the sea forever. 
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These long fish appear 
swimming slowly out of the 
blackness and cross your 
path, You won't have long 
to destroy them, so shoot 
torpedoes and lasers, Lock 
on your torps—you may 
get a Supply Ring from the 
first fish. 


Blast the second damaged 
# column in the second ruins 
p to find a Shield Ring, 


Y 01:30 


Сэ 


— 


Defeat the first Angler Fish using 
four or five torpedoes to get up to 
three hits and a Shield Ring. 


Target here 


The sunken temple columns may contain valuable 
items for the Blue-Marine. Only columns that show 
cracks in the middle can be broken. The second col- 
umn in the second row of columns contains a gold 


ring. Lock on your torpedoes to blast them quickly 


A Inthe final damaged column 
@ ofthe third ruins, you can 
= Pick up a Supply Ring. 
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y- ANGLER 
— d 
h will appear from 


the under- Shortly after the Checkpoint, an Angler 


t it quickly and 


sea bioenemies the left side of the trench. H epeatedly with 


fire at the Blue torpedo shots. The big fish turns red when you make a 


Marine, spin to direct Two torpedo shots and several laser blasts will 
avoid being hit finish it off and leave you with a silver Supply Ring as a 


This only works reward. A second Angler will leave a shield ring. 


to defend against 


shots. Explosion 


from Starfish and hits from rocks will still dam 


age the sub when you're spinnin 


JUS tthe right of the first bed 
of Sculpinsbeyond the 
Checkpoint, You'll find a clam 
shell witha Laser Upgrade inside. 


(Шр; of jellyfish in the trench pre 
SHAW ified front. 105 best to avoid 
ent lightning charges and 
slip quiet past. You can't lock 
Ton these enemies 
and you have 
“more imporint 
hings ШО worry 

out 
Mike the 
exploding 


About half of the way 
through the deep trench, 
you'll find a lone clam shell 
witha Laser Upgrade inside 
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є m 


mission 11 


DEPTH CHARGE 


The first problem in the trench region comes from exploding Starfish. You 


can blast them at a distance to detonate them before you come within 


ange, or you can dodge their explosions using brakes and boosters. The 


second threat is at the end of the trench, where boulders rain down from 


above. Stay high to miss most of them, then veer downward to take out 


the Garoa 


This giant, evil clam-like being looks worse than it really is. Begin 
by shooting the two muscles on either side of the eye. When the 


top comes off, shoot the eye until you win 


Worms The snake-like worms that wrig 
gle out of the pods on top 
of the clam shell will attack the 
Blue-Marine ceaselessly unless 
you blast them. 
Youcan 
destroy the 
pods to end 
this threat. 


Inside Bacoon's gaping mouth, you'll see two 
Mouth rod muscles that hold the two halves of the 
shell together. Blast the muscles using lasers 
and torps until they break. Then shoot the eye. 


^ Use torpedoes and laser shots to * 


sink the Garoa found here and win a | 
„ Supply Ring. 


Э 03:45 


Begin your attack by shooting the muscles and destroy- 
ing the worms when they close in. 


Continue to shoot the eye 
and the pearls that fly at you. 
It's just a matter of time 
before you bake this clam. 


When the muscles are gone, 
the tophalf of the shell will 
be destroyed, and the eye will 


appear. 
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li 
AAA 


What a 
place to 
battle! 
Andross 
turned Zoness 


rumored 


up there, Wafell OGLE 
for mutated native 
life-forms—theyre 
tough! Andross's 
refinery installations 
have securitiy etis 
tems with high pow- 
ered searchilights 
scan through ~ 
Zoness's tainted 
atmosphere, Doni Je 
the searchlights sp 
you ог you'll fase f 
element of surprise. 


TM 
* 
ИТ 


ARTT 


If Andross es detect you, 


‘|| have * а; 
ТО MACBETH ает irom Macbeth, 


CHALLENGE 


>>>> 


TO SECTOR Z 
CHALLENGE 


th ROB 64 and Great Fox 
Z. You should be able to 
there among all the 


Though you don’t 
enemy's гг vork, you definite 
make your presence known here on Zone 
Not only do you ha 

Andross's supply lines, but you c 

up on much needed iter 


especially Smart Bombs. The ene 


int to be detected by the 


Andross's main supply depot, 
would be the perfect place to deal 
him a crippling blow and turn the 
tide of the war 


counting on the mutated marine life to 

vide the first line of defense for the cargo 
ships, but there are many more Androssian 
patrols closer to the convoy. The cargo ships 
are protected weapons, but tl 
rgo contai 


mission le 


Planetary Data Planet Compendium 
© Radius. 3 Zohess was 


Albedo... 


e Atrnospher 
e. Hudrographics...! 


Biomass. 1 iful sea creatures into 
Class. Е hideous mstrosities. 


The graceful Z-Gulls 
have been horribly trans- 
formed and trained to 
carry powerful energy 
bombs. Try to destroy 
them before they have 
à chance to drop their payloads. 

They're nearly invulnerable to normal laser fire, 
and it will take three or more charged laser bolts 
or a bomb to bring one down. 


e d 


The  Z-Serpents 

have not become T 

as aggressive as N 
Andross had hoped 

they would, making 

them а failure in his M a I nr 
eyes. Although they'll г Ж | 

ignore you for the most 

part, they have an annoying habit of slamming into 
you if you get in their way. 


These seemingly harmless searchlights actu- 
ally house powerful radar systems. They 

start off in a "passive" search mode, scan- 

ning only if an unidentified craft approach- 
es. If you pass one without destroying it, it will 

switch to "aggressor" mode and activate the 
rest of the radar network. 


Тгоіка | } 
Grown to thousands | 
of times their normal. | 1 
y 


size, these genetically. 
enhanced fish will leap out. 
of the sea and fire spiraling 
blasts of ener- 

gy. Charmed ч 


lasers or bombs * 
will be your best bet. 
Patrol Huats 


Androssian patrol boats may not be very high-tech, but 
they're quick and heavily armed. They travel in groups of icacy in Zoness 5 
three or more and coordinate restaurants, the 


Once a favored del- 


their attacks precisely, now  mon- ^ N 
They usually strous Kani ` 
approach from are look- 


ing to turn you into their next meal! 
Charged lasers should do the trick, 
and they usually leave bombs behind. 
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behind, 50 — 
keep an eye 
‘on your six! 


The success of this “stealth” mission depends on 
your remaining undetected by enemy radar. If you 
fail to destroy even one radar buoy, the enemy will 
pick you up for sure, and then you'll be in real trou- 
ble! If the radar network switches to aggressor mode, 
the searchlights will turn red. From that point on, you 
can bet that Andross's fleet will throw everything 
they have at you. It will still be possi- 
ble to complete the mission and chal- 
lenge the floating Sarumarine base, 
but you'll be forced to bypass Sector Z 
and take the battle to another front 


Fly between these two rocks to 
make an upgrade appear. Loop imme: 
diately to collect it 


The surest way to destroy 


T ру has as та 
ke г tire grou 
a Troika is with a bomb, Voke an entire group 
and then you'll get a bomb [B | m 


Serpenti 
they e re 


Charge your lasers and be 
ready to cook some Kani. A 
Smart Bomb is your reward. 


them outi 


M 
at once.“ || 


mission 1 


©’ PASSING LANE O ALL FOR ONE... 


Another Z-Serpent has just dropped in behind the 
Arwing. There’s no telling which way it will turn, but 


There are three items at the center of your flight 
path, stacked one on top of the other. Aim for the 
unless you want to get your wing ripped off in mid-air, bomb at the bottom and pull a loop just before you 
hit the brakes and barrel hit it. If you hit it straight on, you'll collect all three 


roll to one side. items as you come around 


O KAIT FIGHT TODORA 


Katt Monroe is not an official member of the Star Fox 


— 


It's the m 


ating season for the Todora, a local species of 


team, but she'll lend a blaster when it suits her. She'll take dragon. You can't hurt them, but running into them will 


care of a few radar buoys, but don't expect her to tag them hurt you. ROB 64 has analyzed their movements and 


all. She's even cockier than Falco, so keep an eye on her, projected their course on to the electronic map. The 


especially after the Todora appears. She'll probably forget arrows show which way they're going. 
to watch her six for incoming fighters. If she picks up an 


enemy, take it out for her. 
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GATE CRASHER 


The enemy fleet has placed a radar buoy and some items behind protective 


barriers. Shoot the top of the “rudders” on the sides of the gates to move 


them up or shoot the bottom to make them roll down. Hit the brakes to give 


yourself some extra time. Pull up if you don't think they will open in time 


Rings and bombs are ripe for the picking! 
Hit the brakes and blast the crates for a 
huge harvest of supplies and weapons. 


Acrate with a Shield Ring ^ ^ ð 


init marks the start of the ce 7] 
cargo convoy. 


Even if you didn't set off the radar net, your enemies can't Slippy is probably just showing 
help but notice that you're invading their air space. off—but maybe the little flipper 
it I Ghanées are they'll. have a flight of fighters on your tail is on to something. Follow him 
before you even reach the second cargo ship. Dive, brake as he flies between the legs of 
апа barrel-roll to avoid getting hit from behind the three oil rigs. If you make it 
| through them and fly toward the 
gap in the platform beyond, you 
just might reveal a hidden, ran- 


dom item. It's worth a shot! 


TEUR F TY 


STEALTHY SORTIE 

If even one radar buoy survives, the enemy will scan your ship 

and figure out who you are and where you're headed. If that hap- 

pens, you'd better change course and take a different approach 

to Venom. 

WE'RE OUTA ИШИ 

You've made it through without being detected. Great! ey 

probably think this was ји а surprise raid for supplies. They 

won't guess that you're headed to Sector Z to rendézvous with 

Great Fox! " 

WE'RE BEING SOA 

You've been detected! The fleet is probably signaling Andross that 

you're on your way, but he still wonft-know which way you're 
from. Set course for Macbeth. 


mission 12 


> MISSION 
ACCOMPLISHEE 


TO SECTOR Z PG. 96 
MISSION 


COMPLETE Å 
Ly 


LI 'e @ Your choice: collect the 
y= ring or target the tanks. 


This former research station has been turned to evil purposes by Andross and 
is the cause of the toxic pollution of Zoness. It has the ability to repair itself by 


using the crane mounted on its aft deck. 


Snorkel 

The twin funnels act as smokestacks and 
snorkels. Destroy them to prevent the 
Sarumarine from diving. 


Launcher 


Destroy the globes the 
Sarumarine launches at you to 
get bombs. Grab them! 


Crane 


/ Аа As long as the crane is 
" operating, you 
Mine won't be able to 


Watch out for exploding mines. destroy the 
Blast them for Supply Rings. Sarumarine. 


Stock up on bombs 
anduse them on the 
snorkels. Once 
they're destroyed, 
bomb one of the 
Sarumarine's 
launchers. 


The Sarumarine will 
rotate anduse its 
crane to pull the pon 
toon back up. Bomb 
the crane. 


Repeat until the 
crane is destroyed, 
then go after the rest 
of the base. It should 
take only another 
bomb or two. 
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Mission 13 


1 


Fox, we 2 


ro AREA Б 


what 


О ЕЛҮ | If you сап take care of what 
become a spare evil Andross has going on here, ti 
team сап proceed through Area 6 


he 


Juro andon to Venom. The bulk of the 

Nehls, enemy fleet is massing in Area 6, 

n IErav. and you'll need Great Fox to back 
you up. 


Gop your — 
ПЕШЕП 


Pam ro 


In this All-Range area, Andross's for 


piloting the improved Invader 11 


which r and tougher than its 


cessors. T 


Great Fox and your Wingmen, but s! 


ап help the 
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SECTOR Z 


TO BOLSE 


If Great Fox is heavily damaged, you'll take a 
less direct, but no less dangerous, route to 
Venom. You'll have a good chance of breaking 
through the Bolse station defenses on 


LL PILOTS, SCRAMBLE 


lasers. If you lock on to an enemy, but it flies 


try to [Ше you away fror е screen as you fire 


ther will fly in, but usually not before the 


mission 13 SECTOR Z 


Sector Data $ Astronomic Data 


Radiatio 2.4.53 érgons 
$ Mag Flux ... 29% 
ө Particle Density...37 C/ 
€ Average Albetia,..0,53 


Approx. Rot 12.530 skit 


ENEMY RECON — 
The Invader Ш is the Jatest version of a ship 
pperhe first seen on Fortuna. If they give you lots of 


trouble, take out most but not all of the first 


These powerful space cruise missiles are the product of 
squadron. If you destroy them all before the 

Andross's war machine on the manufacturing planet 
5 first missile arrives, another squadron will 

Macbeth. You won't see them on radar until they drop 
appear just as the missile does, making 


out of warp, but ROB will alert you as soon.as they 


things doubly dangerous. 


enter sensor range, Expect them to 
be accompanied by 
flights of Invader 4- 
III heavy fighters. 


Between Great Fox, the enemy fighters and all the space -fly straight in without striking anything, you'll be repaired 
debris, the sky will get very crowded on this mission. instantly and sent out the launch bay at the front of the 
B 
things, too. For a quick repair job, head toward Great matter how badly they were damaged, but you won't 


sides taking laser damage, you'll likely run into a few ship. Your wings and shields will be fully restored, no 


Рох” rear docking bay, just above the main engine. If you recover any lost Laser Upgrades. 
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SUPPLY RINGS 


You won't find much in this sector, but you can get a 


boost to your shields from these rings. Blast open the 


containers to retrieve them. 


A 


Destroying enemy 
ships may net you 
Shield Rings or Laser 
Upgrades, but only 
rarely, If you miss 
picking up anitem on 
the first pass, it may 
disappear. 

Katt warped in just in time to help take out the third 
wave of missiles, It's a good thing she tracked you from — 


Zoness. If you had come in from another direction, 


say, Sector X, she might not have known to come here! " KATT ON THE WING 


DIE Katt Monroe is an expert pilot and 
an occasional ally of the Star Fox 

team. The Cornerian military considers her a 
bit of a nuisance but acknowledges that she 
has been useful in the fight against Andross. 
intel reports state that Katt was once 
ambushed-and her ship crippled-by an 
Androssian patrol, and that because of this 
incident, she has dedicated herself to 
Andross's defeat, Katt currently flies a heavi- 
ly modified Invader-class fighter, dubbed The 


ve 
' 


кетл 
fre чой gonna hog 
all the fun? 


Catspaw, apparently stolen from one of 
Andros bases. When "asked about this 
alleged incident by her close friend, Falco, 
4 Katt allegedly replied, “Just be glad I'm on 
your side, fly boy.” 
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mission 13 


Copperhead space cruise missiles are heavily ray-shielded, so unless you have 


each one 


hyper lasers, it will take several charged bolts and regular shots to brin, 


down. The first missile will approach on its own, followed a minute or two later 


by air and then a triplet of missiles. ROB 64 will call out the distance between 


the missiles and Great Fox as they make their final approach: 


Warhead 

The Copperhead is designed to 
penetrate the outer skin of a 
ship, using its rotating warhead 
to burrow in and then explode 


ROB 64 will alert you before the 
missiles appear on your radar 
screen. They always approach 
from the left side of Great Fox. 
When they appear on radar, head 
toward them. Even if they're not 
inrange of normal shots, you can 
target them with charged bolts. 


If you don't destroy them head on, 
loop around and target them from 
behind Fire charged bolts immedi- 
ately followed by regular shots. 


Au OF UT = 


INCOMING# 

Your next move depends on whether or not the Great Fox-can make it through this sector unscathed. If it 
does, you'll ай head into Area 6 to face the bulk of Andros fleet. Without Great{Fox’s support, you'll have 
to take a stealthier route to Venom. 


ALL CLEARS 
With all of the missiles destroyed, you can now pro- 
ceed to Area 6 and take-the battle to Andross’s front 


door. You can believe that Great Fox will такога big 


difference in the coming batt 


DAMAGE ЕВЫ 

The Greaf Fox has been heavily damaged, and it won't 
he able to continue tò Venom. Though the route past 
Bolse station is also well defended, your squadron will 
have a good chance of breaking through there. 


TO BOLSE PG. 56 
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TO VENOM The route through Are rguably tougher than 
the one going past Bolse defense station, but it will 
ke you directly to the entrance of Andross s lait, 
CHALLENGE avoiding a lot of the planet side defenses 
>>>> 


Area & 
is the 
Cornerian 
Defense 
Force's 
military designation 
for the most heavily 
defended sector of 
Space around the 
planet Venom. We 
believe it de actually 
the most effective 
attack point to 
strike at Andross's 
palace, which would 
explain the heavy 
defenses. Our 
forces simply do not his is the deadliest area of sp: 
have the strength d so far. Andross has ‹ 
to punch through іхнае, ny 
these defenses, but \ ua 
a small. quick team MAR Sca 
like yours might 4 P yecia 
have a chance. X ige c 64. Great Fox can ofí 
If you can r 
it through the 
defensive cordon 
here, you'll have a 
straight attack run 
on Andross himself! 
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Sensor Data Astronomic. Data 


Umbra class: 


© Harlock class. 
€ Zeram class. 
€ Mag Flux. 


ECM Function... 


mbra Cie Station 


Umbra-class defense stations are worth four hits each, so 
destroy as many as you can. (If you're not worrying about 
points, though, you might be better off targeting the 
swarms of fighters instead.) Hit them 

| with a charged laser and follow with 

rapid-fire lasers. Be careful, as some 

of them will turn and bring all of 

their guns to bear on you. 


НагіосК 88 Frigates 


Harlock-class assault frigates are sleek, fast and deadly. 


Their numerous turbo lasers give them the firepower of 
much larger ships, but if you penetrate their defenses, you 
can take them out. The ship’s designers sacrificed significant 
amounts of armor plating for more speed. Just a few shots 
from your lasers should penetrate their hulls. 
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AREA 6 


“іп Missiles 


Though not as powerful as the Copperheads, 
Ninjin missiles are formidable weapons, neverthe 
less. They're faster, mote maneuverable and 
tougher to hit than their larger counter- 


parts. Even if they don't connect, the 
concussion will punch right through 
your shields. On the other hand, if 
you destroy one, you might 
receive a Supply Ring 
in return 


Zeram Cruisers 


Zeram-class heavy cruisers are the largest capital 
ships in the Androssian fleet. They are heavily 
armed and armored, and they're very tough to 
shoot down with a single laser. Target their bridges 
(the high, wedge-shaped structures), to destroy 
them. They're worth a total of 
Shoot their 
guns separately to rack ир Á 
extra points. 


six hits each 
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0 KING- UMBRAG 


The Umbras can | You'll have to 5 
absorb a lot of laser M 0 attention — between) 

fire before being a Rs of enemy fighters ane 
destroyed. Wait for Abra station. Target the fighters) 


the ^Hit-3" mes- eis tail and then take evasive 
sage to appear 


before you move on 
to the next target 
Even if you're a 
crack shot, it will be 
nearly impossible to 
destroy them all 


This Umbra seems to be dormant, so you don't 
have to worry about getting shot at. To collect 
both the ring and the Laser Upgrade, swoop 

- wn toward the ring and then pull a loop just 
»* ANN f 
TA 1018 u reach it. You risk hitting the underside 
0 80 le station, but the 


Tull 
| 
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mission 14 


L LASERS, FIRE 


The Ninjin missiles are tracking you and your squadron 
Your best chance to destroy them is with well-aimed rapid , Blast the 
Her Bee and 
get a Shield 
you may receive Supply kings ling reward. 


fire or charged lasers. Depending on your ship’s condition, 


If you destroy the first bee 
nin time, another will appear 
＋ here. Takeit out! 


That's not ROB 64 on the 


com-link, that's Andross! The 


vile monkey has tapped into 


ROB's subspace frequency 


just to taunt you. Since 


you're busy with a squadron 


of fighters (hit them with 


charged lasers, by the way 


just ignore his hail 


Andross is crowing now, 
but wait until you break 
through his fleet and blast 
open the front door to his 


palace! 
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aa Ww 


McCloud! 


These Venom 


fighters are using 
link 
to 


2w tactic 
ogether 
form a star-shaped 
ghter. This 


gives their wea- 
pons far greater 
range and power 


Take 
them out with two cha 


than usual 


The payoff is a Laser Upgrade. 


LOCK ON 


9 TARGEF-LOCKE 


ers can be worth up to 19 hits 


1 


Blas ts and then 


the bridge 


all the ship's cannons for 


to destroy the ship its 
Normal lase 


best on the 


so work fast 


Cannons 


LL FOR BACKUP 


I Bhuisers on intercept course! 
eur own, but Great Fox can 
229 wave, Target the 
БОП wave. If ROB destre 


100 ship, but not its guns. 


nintenda * = 


uns оп the cruiser 


›у$ 


You mu ke out the first trio on 


get into position to help with the 


Destroying 
take a 


at the head of the 


this ship, you'll get 


i 
credit for the will 


flying. 


chasing | i 


and 
the Butterfly fi 


expert 


ighter 


or 
bridge, i 


guns 
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= 
GREAT FOX 
її” 


Developed by, Arspace Dynamics 
DATALINK Co., Ltd, manufacturer of the 


Arwing fighter, Great Fox was custom built $ 

under the direction of James McCloud. 

Featuring three NTD-FX9 plasma engines, Great Fox 

is light-speed capable and has a real-space cruising speed that 
nearly matches the Arwing's. Power for its two T&B-H9 hyper 
laser cannons is routed directly from the plasma engines, giving 
the ship the ability to punch through even a Zeram-class cruiser’s 
shields. ROB 64 was developed in conjunction with Great Fox 
and is hard-wired directly to the ship's primary compute 


McCloud took out a Tow interest, 80-year mortgage to purchase 


Great Fox, a debt that his son is doing his best to repay. 


Ə Gorgon is Andross's deadliest weapon yet! It’s equipped with a huge hyper laser 


capable of piercing the crust of a planet in a single shot. It also possesses a 
Dimension Transport System that enables it to phase in and out of our reality 
something that scientists have thought to be impossible, up until now 


Outer Hull 


Gorgonis protected 
bya laser-resistant 
armor that even your 
weapons can't 
pierce. While the 
shell is closed, only 
Gorgons tentacles 
are vulnerable. 


Destroy the tentacles 
to make Gorgon open 
its armored shell and 
then destroy the 
energy balls. Blast the 
missiles and fighters 
for Supply Rings. 


energy balls twice, 
the laser will open 
fire. Barrel roll around 
the edge of the 
screen to dodge 


Keep shooting the ten- 
tacles and energy 
balls. Eventually, the 
core will be exposed 
and vulnerable. Hit it 
hard and fast! 
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Laser Соге when the armored shell opens, the core of the 
planet-killer is exposed. If you destroy the three 
energy balls several times, the core will eventually 
become vulnerable 
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Fox, we 
have very 
little infor- 
mation 
about the mysterious 
planet of Venom. 
Andross has undoubt- 
edly built a base of 
maze-like tunnels 
going deep into the 
planet. Because his 
base is hewn fram 
solid rock, There is no. 
уун for us fo lun 
ani hing About if 
fron orbit: At this 
Point, your De cys 
against the mast 
Site of enemy forces. 
The Stam Wolfi team is 
Shire Enn eS Doy np, end 
int be snm 
posed if they were 
ung fhe most 
advanced ships in 
Andress's arsenal. 
This will be your last 
hattle before you go 
up against Andross 
himself, so be pre 
pared to fight hard! 


(1 FROM BOL 
CHALLENGE 
>>> 


2, 
FROM AREA 6 


entire armies to reach the palace, 
but it won't be totally undefended. 


All your hard work and dedication havê 
brought you to this, the final showdown 
with Andross. Depending on which, path 
you took to get here, you'll enter either a 
Corridor mode or an All-Range Mode battle. 
In the Corridor battle, be especially wary of 


enemies coming from behind and be ready canopy before you fake evasive actio! 


SE; 


on the 


^ battle 


uadron їп an aerial ‹ 


t items, sû don’ 
“radar shows Someone 
Wait until the Tasers ar 


don't 


Planetary Data 

Radius. 8,529 skm 
Albedo . 

Gravity... 


Esc Velocity......14.84, skm/s 


Equilibrium K:+.188 and the 
Aubert NEA. Ce g. cu 
Hydrographics..0% 


-0 Quads 
m 


Your rivals’ signature ship has been upgraded in every 
area. It packs dual lasers, an improved G-diffuser unit and 
anti-bomb shielding as standard equipment, and 
this version is also far 
more maneuverable than 
the original. The Wolfen Il is 
technically superior to the 
Arwing, but you can 
prove. that heart and. guts 
count for more than 
speed and steel! 


Using portable versions of the Dimension. Transport 
System used on the Gorgon satellite, these blocks will pop. 
up out of nowhere and fill up one of the paths 
to Andross's palace, You'll be able to squeeze between 
them, but it will be a tight fit, and your- G-diffuser 
generated shields won't protect you if you run 
into them. 


phere is al 


mission 15 


Planetary Compendium 
is a harsh fre 


j of the 
mos- 
eathable, 


ocky surface is 


jh cliffs and 


1s. Because of its dis- 
tance from Corneria, it has 
never been fully explored. 


Andross has transformed the plan- 
et into one, giant booby trap. 
Taking advantage of Venom's 
rugged terrain, Andross has rigged 
the canyons surrounding his 
palace with pillars of rock that will 
burst out of the ground if an unau- 
throized ship approaches, Brake 
and barrel-roll to avoid them. 


outside the entrance to Andross's palace. While. 7 
some intelligence analysts believe they were 

built recently by Andross's slaves to honor ág 
their master, other experts note that they 
appear to be very old—ancient, in 
fact. A detailed analysis has not 
been possible, of course, but 
we may learn more 
after the battle. 
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Now that Bolse has been destroyed, head to the surface immedi- 


You can follow 
Falco to the 
left, but try not 
to shoot himin 
the exhaust 
pipe! Tripods fill 
the sky. 


ately. You'll avoid the large capital ships, but planetside defenses 


have been alerted, so be ready! The surface of Venom is criss- 


crossed by canyons crammed with the cream of Andross's forces. 
Great Fox's sensors have mapped out the various paths you can 


take. There are many paths, but they all lead to the same 


thing...Andross! 


There are only a 
few tanks and a 
couple of incom- 
ing squadrons— 

easy pickings for 
your lasers! 


Stay high along this. 
Sreten eee 
fighters ahead of 
pies Tripod: à is will 
е coming in low 
from bend 


e 
(ЧИЙ 


A DR 


Dm" zn-rrmm 


Fly down the middle of the canyon and avoid the rock 
poles that cross from one side to the other. After the third 
pole on the lower level, 3 


They're trying to 
distract you with 
a sea of ground 
pounders while 


dive down to the ات‎ Scout Pods drop in 
from above. 
canyon floor. When you Evade! 


reach the ring, pull a loop 
to snag both items. 


| 
10 
ANH 


ИЛ = т 
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Andross strapped anti-grav packs 
to stone columns andis driving 
them at you from all directions! 
Brake and roll! 


A few tanks dot the 
beginning of this 
canyon, but catch all 
the Tripods down the 
line for a Laser Upgrade. 


Sensors show fighters 
posted at both ends of 
this canyon, and there 
are stone pillars to 
worry about, too. 


destroy the 

energy con- 

duits, but you 
Use a bomb here as r canhit the 
soon as you can. Tripods hiding 
For every dragon T among them. 
you destroy, you'll ТО GOLEMECH РЬ. 110 
receive a bombin 2 Н F 5 
return, | /^ MT Ld 

| 


Your wingmen are 
blasting one of 
the columns so 
they can slip 
through, You can 
fit through the 
columns, but just 
barely, Fire your 
lasers as a guide. 


Hit the booster to 


Allis quiet here, А grab the Shield Ring 

relatively speak- > = before the pillars. 

ing. If you take pop out. Sounds like The Venom fighters 
out the squadron ROBis trying to hail aren't the only threat 
emerging from you, too. ч here. Blockers аге 


popping up, and two 
‘squads of tanks are 
rolling in from behind! 


that bay, you'll be 
home free. 
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Golemech's rocky armor provides a high degree of protection from lasers. Without hyper lasers, this battle could take 
some time. Destroy Golemech’s body armor first, then go for its head and then the exposed power coupling on its back 
Watch out for the pillars of rock that burst out of the walls and the falling columns. 


Head 

Golemech's headis laser- 
resistant at first. Once its 
body armor is destroyed, its 
> head will turn red. Now hit itl 


Golemech will strike the walls, 
making pillars burst out and fall. 
Keep your distance to avoid get 
ting hit 


Golemech's body armor is 


E Он, баета ру: You won't be able to defeat 

20 . Charg е Golemech until all its armor is 

and bombs seem tohave destroyed. Concentrate on one 
NT little effect опи. 


area of its body and then move on. 


TO ANOROSS PG. 112 


Golemech was the last line of defense! 
Now follow the tunnel to Andross's lair. 
You can shoot the laser emitters or avoid 
the barriers they create. Don't worry if your 
battle with Golemech damaged you, You'll 
find lots of items along this tunnel. 
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n 
LYLAT it is not known whether Golemech is the legendary Lost Tribe of Cornerus did, indeed, 
DATALINK 


something Andross created or something inhabit Venom in the distant past. They also think it 


EVIDENCE ПЕ A LOST TRIBE? 


he discovered in the ancient ruins that dot the sur- possible that Golemech is a remnant of the Lost 


face of Venom, Few archaeologic surveys were Tribe's technology. Ancient texts state that the tribe 


sent to Venom before Andross took it over as his eventually struck out into space to find a new home. 


base, but Corneria Unive scientists believe that but what became of them, no one knows. 
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mission 1 


You've broken through Area 6, giving you a straight shot at Andross's palace. à 


but you can't relax yet. Star Wolf and company are out for blood—yours! 


This is the final showdown between you and your longtime 
rival. If not for Pigma's influence, you may never have 
become enemies. Who knows? In another time, another 
place, you might have called him friend. 


Wolfen Il 


The Wolfen ils 
improved G-diffuser 
design gives it better 
protection and 
maneuverability than 
your Arwinjs It will 
take a lot of shots to 
bring it down 


P 


If your Shield Gauge drops 
too low, ROB 64 will con- 
tact you for a resupply. If 
yu respond, the Supply 

ontainer will appear in a 
random spot 


The key to this battle is vis- 
ibility and maneuvering, so 
Bl switch to the wide-angle 
view. Pull a loop to turn the 
tables on a pursuer. Turn 
tightly to stay on his tail. 


Star Wolf was just a puppet, and 
now it's time to go after the one 
who pulled his strings—Andross! 
Follow the map, but avoid the 


sharper turns or you'll lose a wing, 
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The key here is to destroy Andross's hands first and then his head. There are several ways to do this, but 


here's our preferred method. Shoot him in the eyes to distract him and the t his hands. Be ready to 


dodge the lightning bolt he shoots from his right (his right, your left) hand. Repeat until both hands are gone. 


__— Head 


Once Andross's hands are destroyed, 
his head will be vulnerable, but only at 
specific times: after you launch a 
bomb into his mouth and he. 
laughs, or after he spits 
a mouthful of rocks. 


Eyes 


Shoot his eyes to 
distract him. It won't 
really hurt him, but it will 
make him pause. 


- Mouth 


If he tries to inhale 
you, launch a bomb 
into his mouth and 
then blast him 

between the eyes. 
If you don't have а 


/ bomb, turn and 
/ № brake to escape. 
When he spits, 
Hand shoot the rocks and 
Andross can fire lightning bolts with then his face, If he 
his right and only, So destroy it first inhales you, he won't 
Ifyou miss shooting him in the om be vulnerable when 
instead of trying to blast you, hell try B he spits you out. 


to punch you several times and then 
try. to suck you into his mouth. 


When/Andross spits, blast the rocks. If you're lucky, you'll receive 

bombs and ringsinreturn. In fact, once the hands are gone, you can 
long the battle 10 Stock up on weapons or recharge your shields. 
i'll wear Andross down eventually, but his head will explode to 

reveal an evenmore sinister form! 


Why, it's not Andross at all, but Some rohotic duplicate! In 
any case, it's going down hard Shoot it between the eyes 
You can't dodge as it charges at you, so let's hope you have 


some power left in your Shield Gauge! 
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All that’s left are Andross's eyes and brain, grown to monstrous proportions. The brain is so large, it can't maneuver up and 
down as much as you can within this All-Range area. It’s equipped with a Dimension Transporter and powerful thrusters 


though, so it will still be tough to get it in your laser sights. Using the radar scope will be crucial to lining up your shots 


The eyes show up as dots on 
the radar. Loop around and 
shoot them from behind. Try 
to avoid the energy strands 
as much as possible. 


Eyes 
The eyes are connected 
to the brain by energy 
strands. Concentrate 
pr fire on the eyes 
irst. You can't dis- 
rupt the energy 
strands, but 
they can hurt 


After the eyes are 


the Arwing. £, destroyed, go after the 
brain. If you shoot the main 
portion of the brain, it will 
use its Dimension 
Transporter to get away. 
E $ 
E Э 


Medulla 


This structure at the base of 
the brain is its weak point. It 
releases bulbs of explosive 
energy, andit also has tentacle- 
like strands that can pull you in. 


Stay low, Get behind the brain and turn in the same direction it's going. 
Brake and barrel-roll to turn as tightly as possible. Shoot the weak 
point when it comes into view. 


Andross's dreams of conquest are going up in nuclear fire, but his death throes are also overloading your shields. It looks like 


you won't live to enjoy your victory after...wait! What's that? It’s another Arwing, but who's at the controls—James McCloud?! 


арапа 

yall 
' 
"|111 


Use the booster оп the Sf tnim) but ease up before 
you get to a fork. James McCloud may turn suddenly, and if 
you take the wrong path, you're toast, 


You made it! Now 


It can't be true, but it isl Fox's 
father has come to show him the 
way out of Andross's palace. 
Engage the booster and follow him 
through the tunnels. 


ou can go back to " 
Котеп and cele- | Mission No. 7 


\ MISSION 
ACCOMPLISHED 


brate a grand victo- 
ry anda joyous 
reunion! Isn't that 
right, James? 
James? Where did 
he go? 
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VS. MODE 


To supplement your combat training, Arspace Dynamics Co., 
Ltd. engineers have constructed a Vs. Mode simulator that 
pits you against your fellow pilots in mock combat. Up to 
four pilots can participate in a battle, and there are three 
battle formats to choose from. This is the perfect tool for 
honing your skills! 


The simulated cockpit and instru- 
ments are à bit different from a true 


Arwing's, but flight and weapons 
control are exactly the same as the 
real thing's. The split screen allows up 


This option allows novices 
to challenge experts on 
equal footing. The higher the 
handicap, the less shield 
energy you have when the 
match begins. 


Laser Upgra 
Bombs an 

Mode. They appear 
dots on the radar 
Defeated vehicles turn into 
items. 


to four pilots to participate. If there 
are fewer than four pilots in a battle, 
the extra screens will display the 
action from various angles. You «an 
customize certain features before a 
out of three battle sites, depending 
on which type of match you've 


selected. 


LL.) emm 


MOF AEN r An 


In Vs. Mode, if an opponent 
gets a target lock on your vehi- 
cle, you'll hear a warning beep, 
and your ship will be tagged 
with a red cursor. Pull a loop or 
a U-turn to break the lock. 


ntendo pla 


battle, and you can choose from tua 


An 


Combatants agree ona питье от опе to 
five and enter it into the camputer. The first 
one to defeat that many vehicles is the win- 
ner. If you're defeated land na one has won 
yet), you reenter combat in a new vehicle. 


P 


This is à "sudden death" match in which 
each pilot is given one vehicle. M you're 
defeated, you're out of the match. The last 
surviving pilot is declared the winner. 


lo co. 


In Vs. Mode, te 


off one баео 
forget this f fact, so 


aT": 
url qme te 
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CORNERIA 


This battle site is modeled after a typical urban area on Corneria. The 

buildings aren't grouped tightly, but they do provide cover from enemy 

fire. There are items hidden among the arches and other structures 

marked by the stars on the map), so you'll also be able to practice 

stunt flying and emergency maneuvers. If you choose to drive a 
» Landmaster, the pyramids are good shields against aerial attack 


iis 


4 —B — 
"id 1 
SECTOR Z 


mis nextebattle site is modeled afterlg portion of the Sector Z space 
junkyard, The arena is very tall, and you tan climb, dive and periorm 
complex’ maneuvers without worrying about smacking into the 
ground. Flying through the debris in the corners ig hazardous, but 
that’s where you'll find Laser Upgrades and Smart Bombs. Of course 

Landmasters and characters aren't available here. i 


KATINA 


The Katina battle site is available only in a Time Trial. Except,for the 
central Katina base pyramid, the arena is wide open, leaving N 


Landmasters and characters with little u cover. This ® where wits 
and ability will count the most. Keep an eye ûn vt radar screen at all 


times. If you're in an Arwing, remember that you can see ground units 


only if you're fairly low and close to them 
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In an exclusive interview 


with Nintendo Power for the Star Fox 64 Yes, | the new technologies into each new 
Player's Guide, Shigeru Miyamoto discussed d 
the creation of Star Fox 64 and Other relat- for additional Mario 128? Actually, that's exactly what 


asked Mario game. What comes next? Super 


ed topics from his office at Nintendi char to add | want to do (laughs) 

Kyoto headquarters. If you ever wo more excitement 

where the Star Fox idea catne from, or | wanted to see We saw Star Fox 2 for the Super 
1 changes to some NES several years ago, but it never 


what the premier game-designer in the 
world thinks about when he's making a 
game, then read on. You might even find 


out what Star Sheep is ай about. How about We borrowed several ideas. All- 
map design? ШӘ Range Mode, Multi-Player Mode 


and the Star Wolf scenario all came from 


of the basic rules, came out, Did you use any ideas from 


as well game in Star Fox 64? 


РИ | made changes in Corneria and Star Fox 2. I'd say 60% of SF64 comes 
Кыз] Meteo. | think that the first 30 from the original game, 30% from SF2 


TOPIC: En кепкек DS E ne 


tant. It's the producer's job to make sure 


that it's exciting. 

We heard that you did the job of 

© the director even though officially © ———Ó 

you were the producer of Star Fox 64. remake of the original 
Star Fox? 


(Laughing, 

No, it's not true. Since | designed ani inferetiing 
the original Star Fox game, | am responsi game design rather 
ble for the basic game design, but I fully than a new story 
relied upon other people to direct the Sometimes | ask 


We wanted to produce 


game. myself if we 
should con- 
© We also heard that you had many tinue this 
opinions about how to changethe approach 
Corneria stage, especially after the game for exam- 
was finished ple, should 


we keep try- 
ing to put all 
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So you really wanted to make the 
definitive Star Fox game with the 
N64 title? 


Not exactly. I’m not so 
Ka] attached to the Star Fox theme 
The original game was a challenge to 


7 


push the limits of the [Super NES] hard- 
ware. When we showed the game to 
people, they said, “Uh, what's that tri- 


angle?” For us the polygon shapes were 
part of a ship or a building, not just a 
flat triangle. Now, after finishing Star 
Fox 64, | can look back and see that it 
really was just a flat triangle (laughs) 


What were some of the things that 
didn’t work in the original game? 


1 really wanted to make realis- 
ыу] tic aiming and shooting—sort 
of a floating feeling. But it was difficult 
to get it to work on the Super NES. I 
wanted to improve that in the N64 


şame 


Now the Arwing control is 

remarkably smooth, Did you 
want to include more special moves than 
the loop and U-turn? 


If we make another Star Fox, 
we'll probably add a move and 
delete a move. | don't want the play con- 
trol system to be too complicated. The 
Arwing has to be able to do a lot in a dog- 
fight without an overly complex control 


system. Maybe the current system is pret. 


ty close to ideal 


The configuration of the button 
controls always seem to be very 

How do you 
operates what 


good in your 
what 


function? 


games. 


decide button 


| had a problem with the place- 
ment of the boost button in this 
| thought it might make more 


game. 


0180010701818188 


sense to use the top C Button, but if you 
put the camera control on the left C 
Button, then players wouldn't acciden 
tally hit it and shift their view. | tried 
many alternatives, but I'm satisfied now 
with the final arrangement 


You must be happy with it. You 
didn't include a configure mode. 


Nui 
January, but we decided that we should 
emphasize Star-Fox-like game play and 
we deleted the option. Also, we wanted 
to establish a sort of standard for Control 
Stick operations. 


Actually, we kept the configure 


mode until the end of last 


With most games, you have said 

that you begin design with an 
experimental core sequence. Did you 
do that here? 


Since we began with the idea 
of converting the original Star 
Fox, we didn't have to do any experi- 
ments. Shaping up the graphics was 
one sort of experiment, and discover- 
ing how many enemy characters we 
can move with intelligent action was 
another. Real-time dialogue was also a 
big experiment when we began this 
game 


It seems surprising that Fox has a 

speaking part, It's hard to imagine 
player characters like Mario or Link 
speaking in one of your games. 


Yes, I'm also surprised (laughs 
1 supervised the script editing, 
but much of it was entrusted to other 
staff members, Then | discovered that 
Fox was speaking. Where did that 
come from? But, as it turns out, the 
speaking parts are kept to a minimum 
It's different from ап RPG character 
speaking. 


In Japan, some players have 
complained that Slippy does- 
n't croak. That is to say 
make a croaking sound. 


he doesn’t 


1 told them to cut the croaking 
(laughs). It was too childlike. 


Birth Date 


Birth Place 


Sonobe cho, 
Kyoto, Japan 


Sign 
Height 


Scorpio 
166cm 
64kg 


Hand Ambidextrous 


Hobbies Guitar, Sports 


Favorite Game Pac-Man 


Favorite Food Noodles 


Favorite Animal Dog 


Current Pet Hamster 


Hobbies Family time, 


Guitar practice 


TOPIC: 
A GAME LIKE A MOVIE 


At the Tokyo Game Show, you 

talked about how Star Fox 64 is a 
movie-like game. Could you explain 
more about this? 


| don't have the exact answer to 
this. For ten years, people have 
talked about interactive movies, mainly 
people in the film industry. Game devel- 
opers have also tried to make interactive 
movies, but they usually turn out to be 
more movie-like than game-like. It seems 
that a lot of game people seem to think 


that movies are superior, for some reason, 
but we don't think that at all. Still, we 
think that we can borrow good ideas 
from the movies, like dramatic camera 
movements and the use of real-time voic- 
es. In Star Fox 64, we found that the over- 
all experience gave us a fuller, movie-like 
feeling. Basically, movies are a passive 
experience and games are active. | didn't 
exactly set out to do this, but Star Fox 64 
became an example of what think inter- 
active movies can be. 
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Do you think that camera work is 
the most important thing you can 


learn from movies? 


КИШ There are tons of things we can 
learn, 


but camera work is very 
important. Since | have been working on 
3-D games, | have begun specifying cam- 
era angles, locations and movement. | 
think about these things now when | 


watch movies. 


TOPIC: 


What are some of the problems 
you encountered while program- 


ming the Rumble Pak vibration 


quences? 


In some situations, players don’t 
understand why they feel a 
vibration. For instance, when the Attack 
Carrier fli 
path of Corneria] it is because of the 
proximity of this huge machine. We 
deleted similar effects when we found 


s overhead [in the branching 


that they were too confusing, 


ZR Ae 


nintendo player's 
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What are the plans for the next 
tumble Pak game? 

Pli ci like to use it as much as pos- 
sible. I'd like to use it with 


GoldenEye, for instance. 


Why did you choose a tank and a 
submarine for use in the game? 
| didn't. My staff came up with 


гт those ideas. At first, | wanted to 
have th 


Arwing transform into a human- 
type craft. They all hated the idea so | told 
them to come up with something better. 
They did 


Where did the idea of the fighting 
team come from? 


wanted to make a 
here" type of feeling in the game. 
Katina, going 
there to help friendly troops. Then there's 
also the sense that you're not alone and 
sometimes you just get caught up in the 


fight 
Do NPCs [Non-Player Characters] 


© like Bill and Katt help give you 


that feeling? 


ка уои аге 
- 


For example, in 


you're 


Yes, although there weren't a 
lot of RPG players on the 
development team so they didn't 
know what | meant when | told them 
about adding NPCs. 


Star Fox wasn't always the 
name of the game. Before an 
animal hero was chosen, 

Mr. Miyamoto scribbled down 
lots of alternate ideas. He even 
saved the scratch pad, which 
we're printing here. Just imag- 
ineif he had chosen the name 
Star Sheep or Star Sparrow. 


We love the multi-player mode. 
Was it an 
game design? 


pn think multi-player games are 
РТ important for the N64. With four 

players, it gets very exciting. With this in 

mind, we came up with the Star Fox 64 

four-player mode at an early stage of 

We had already 

about multi-player modes for Star Fox 2. 


original part of the 


development thought 


as well 


What is your favorite place in Star 
Fox 64? 


Mike the branch route of Venom 1 
When the characters split up, 
you have to decide who to help. 
should be okay on his own, but | worry 
about Slippy (laughs). | would like to cre- 


Falco 


ate more of those situations. Also, | like 
the looping action of the Ang. It's fun 
and easy to control. That's what 


Nintendo games are all about 


Are you 100% satisfied with Star 


No, though | think we did a bet- 
La ter job of making use of the 


N64's capabilities than in Super Mario 
64. In the game design, | wanted players 
to have to use more strategic thinking 
For instance, one thing, 


if you rescue 


you'll lose something else. 
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THE REAL STAR FOX 


Fushimi Inari is a famous shrine located about ten minutes 
walking distance from Nintendo Co. Ltd. in Kyoto. When Mr. 
ided to use an animal character as the hero for 


Miyamoto dei 


the original Star Fox, the choice of the fox came to him from 


the statue in this shrine. 
Inari, the fox, is a tradi- 
tional god of grain in 
Japan. When Mr. 
Miyamoto was courting 


his wife-to-be, they often 
stroed through the shrine 


gfounds of Fushimi Inari. 
Look closely around the 
eyes of the statue and 
you'll see a hint of Fox 
McCloud staring back 


TOPIC: 


Can you tell us anything about 
the other games that are in devel- 


opment for the N64? 


Right now we are working on 
GoldenEye, Yoshi's Island 64 
and Zelda 64. GoldenEye is being done 
by Rare. That kind of first-person game 
makes very good use of the Control Stick, 
but it's not something we're very good at 
here at EAD. I'm glad that Rare is work. 
ing on it. Turok was a good example of 
that type of game. | appreciated how the 
developers made use of the hardware in 
their game design. | even thought about 
using some similar things in Zelda 64. 
but we're kind of heading in a different 
direction on that game. 


Using the Control Stick is very 
important to your plans? 


Yes, Zelda 64 will be an adven- 


ture that both beginners and 
experts can enjoy. Intuitive play control 
is a big part of that, and the Control 

Stick lets you make very natural feeling. 

moves. 


What will you change in Yoshi's 
Island 64 from the original? 


It will be easy to move about, but 
Er] your use of the Control Stick will 
determine if you discover new things. You 
will be able to rotate backgrounds as if 
you were directing the game. It should be 
more fun that the original because of the 
power of the hardware. 


© And what about Zelda 64? 
n working full-time on Zelda 
fed 64 now. Zelda will be a more 


listic, emotional adventure than Super 
Mario 64. | want players to be able to feel 
the game. They should be able to feel 
light and shadow, and even temperature 
and humidity. With the power of the 
N64, we can express all of these things. 
There will be many interactive 
elements in Zelda 64, as well. If | could 


spend the next two years on this game, it 


movie 


would be unbelievable (laughs) 


If you visited the area surrounding the shrine df Fushimi Inari, you'd find 
many reminders of Inari, like the sign by this shop: You'll also find items for 
sale in the shape of the fox, like the cermonial mask 


How soon will we see it in North 
America? 


Conversion from Japanese to 
РЎ English needs a certain amount 
of time. Perhaps four months after the 
Japanese version. | would guess that by 
about April or May next year you will be 
reading a Zelda 64 Player's Guide. 


What are your favorite parts of 
the game? 


Since I'm a father, | like the final 
kel Stage where James McCloud 
returns to guide his son, Fox, through the 
tunnel to escape from Venom. | also like 
the ending scene at Katina when you 
have all the allied fighters flying in for- 
mation. To get that you have to make 
sure that you don't hit Bill or any of the 
other good guys 


TOP SECRET FILE 


Seeing that youfre spearheading the struggle against 
Andross, General. Miyamoto has ordered that you be 
given top Security clearance for the duration of this 
campaign. This data file is classified as Top Secret, For 


Your Eyes Only: Share this information only with those 
individuals who also have top-secret clearance! 


a médal in evéry mission, you'll enable the Extra Mode. The Extra Mode 
iccess to the Landmaster tank in the Vs. Mode, а sound test feature, an 
r your N64 and last, but certainly not least, a set of expert mis- 
Mode features will be automatically added to your main menu, 


some enemies will be fougher and smarter than before. As a bonus, you'll also 
t is wearing some very cool shades—much 


The expert sound test allows you to асе 
pick any of the musical themes in the 
а game and play them. An equalizer dis- | 

i Will rarely show up on jts opponents radar unless різу allows you to view the sound lev- ыйы ыш... 


Soundtrack 01 


the Arwing is quite close els of each piece. — 
to it. 
. 
The Landmasteris tough» You can move the number 64 on the y 
ground pounder із obvious- title screen using the Control Stick. ^ 
ä "ID pe} as ee ar Me The team will watch in surprise and 
1 Ш maneuverable as its 


pmo couse fascination as you move the number 
4 around the screen. 


You can also earn medals in the expert mis- 
sions, giving first-class pilots some fresh 
challenges. If you collect another full set of 
medals, you'll enable one last special fea- 
ture: the ability to select Star Fox team 
members in Vs. Mode. Along with space- 
ships and tanks, you'll be able to pit 
bazooka-toting animals against each other 
in combat! 


о playe 


ge 


BUT THE GAME’S 
FAR FROM OVER! 


i 
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ROB Ss RIGHT! THERE ARE TONS MORE GAMES ТО PLAY, AND 
WHERE ARE YOU GOING TO TURN FOR HELP? LOOK TO NINTENDO 
POWER EVERY MONTH FOR THE BEST TIPS, CODES, MAPS, STRATE- 
GIES AND OTHER TOP SECRET INSIDER INFORMATION. IT COMES 
STRAIGHT FROM THE PROS AT NINTENDO! WHO WOULD KNOW MORE 
ABOUT THE GAMES YOU LOVE TO PLAY? FOR JUST $19.95" YOU PICK 
UP A FULL ONE-YEAR SUBSCRIPTION—AND YOU DON’T HAVE TO FLY 
ТО VENOM TO GET IT. WE'LL ZAP IT RIGHT TO YOUR MAILBOX! 

EALL 1-800-255-3700 TO SUBSCRIBE TODAY: ASK FOR-OFFER #555 r 
SCORE A REALLY COOL STAR. FOX 64 KEYCHAIN'* FREEF 


= "Cmnextien dents $27.95. 
WWw.nintendoa.com | Pe are 52e 


"Ufer good white ован test Pese 
Blow 4-Б weeks for delivery. 


HOTTER THAN 
HYPER LA 


LFHE STAR FOX Ба 
PLAYER: S БОЕ, 


* 8 i space, no one can hear you © rea Ms why you 
e” need the Nintendg Player's Suicie 
‘emergencies. When the forces of Ag 055 fill the sky 
with lethal-fighters, that's theffime you heed the 
expert strategies straight from the pros at 
“ ‘Nintendo Power. With the Star Fox 64, Player's 
c Lm -  Buide Jñ“ your flight plan, 

`o o you'll be in otal command of the 
| mission, Scoring medals, setting 
“record hit counts, activating 
warps and discovering secrets 
"knawn * ‘only to the "elite Tighter 

+ pilots of Согпегіа. 
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„ SPACED WITH: 


i * Pro tips and strategies * 
* Complete maps of every stage , 
2 “оа * Hot multi-player tactics 


* Detailed flight plans for Secret missions 


5 


KE 


TT 


